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THE GAME OF CHESS; 

CONTAINING 

A REGULAR SYSTEM 

OP 

Attack antr defence: 

f ALSO 

■ 

KUMEROUS RULES AND EXAMPLES, TEACHING THE MOST 
APPROVED METHOD OF PLAYING PAWNS 
AT THE END OF A GAME. 

TO WHICH IS ADDED, 

A SELECTION 

OF 

CRITICAL AND REMARKABLE SITUATIONS, 
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Savoir la marche est chose tres unic, 

Joucr le jeu, c'est le fruit du gcoie. J. B. Rousscav. 
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BOOK II. 



TEACHING THE PLATER, WHO HAS not THE 
MOVE, TO OPEN HIS GAME, AND TO FRUS- 
TRATE HIS ADVERSARY'S ATTACK. 



TOL. II. 
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FIRST GAME. 



1. 



IV. The K. P. two steps. 
B. The same. 

IV. The K. B. to its Q,. B. fourth square. 

B. The same. 4 1 ' - 

3. 

/r. The Q. B. P. one step. 

B. The Q.'to her K. second square, (a) 

' t •*••■** 

4. 

/F. The Q. P. one step. 
B. The same. 

5. • 

fF. The K. Kt. to its B. third square. 
B. The Q. B. to its K. third square, (b) 

6. 

W. The K. B. takes it. 

B. The K. B. P. takes the K. B. 

7- 

IV. The Q. B. to the adversary's K. Kt. fourth 
square. 

B. The K. Kt. to its B. third square. 
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(a) This move totally frustrates your plan of 
pushing your Queen's Pawn two steps : for if you 
were to play it, you would lose your King's Pawn, 
which he would take with his Queen, after taking 
your Queen's Pawn with his King's Pawn. 

(b) If his Queen had not been played to her 
King's second square, this would have been a bad 
move : in that case you ought to take his Queen's 
Bishop, and then play your Queen to her Knight's 
third square. 



*4 
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. 8. 

f 

W. The Q. Kt. to its Q. second square, 
B. The same, 

W. The K. castles. 

B. The K. castles with his R. 



\ 

\ 

\ 



\ 

1 

1 

A 



\ 
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Both games are very well opened; and the 
Black's situation is to the full as secure as the 
White's. The player of the Black would have 
been wrong in castling on his Queeris side ; as the 
White, by pushing his Queen's Knight's Pawn 
two steps, and then his Queen's Rook's Pawn two 
steps, would have laid the foundation of a violent 
and dangerous attack, which would have compelled 
his adversary to play either his Queen's Rook's 
Pawn, or his Queen's Bishop's Pawn, and thus ex- 
pose his King. 
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SECOND GAME, 
i. 

W. The K. P. two steps. 

jB. The same. > ,* 

/F. The K. Kt. to its B. third square. 

B. The Q. Kt. to its B. third square. ' . fi I 

• ' .' • 

' Q i 

O • 

/F. The K. B. to its Q. B. fourth square. 
E. The same. \ 4g)K 

4. .•> . fi , 

W. The Q. B. P. one step. ' - ' 

B. The K. Kt. to its B. third square. 

JV. The Q. P. two steps. 
B. The K. P. takes it. 

6. 

JV. The Q. B. P. takes the K. P. 
B. The K. B. to the adversary's Q. Kt. fourth 
square, giving check. 

7. 

JV. TheQ. B. interposes at itsQ. second square, (a) 
B. The K. B. takes the Q. B. (b) 

8. 

■ 

JV. The Q. Kt. takes the K. B. 
B. The Q,.P. two steps, (c) 

• • • ,* 

V4 

- 

■ 
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(a) If the White were to interpose his Queen's 
Knight (as Greco injudiciously directs), the Black 
ought immediately to take the Queen's Knight with 
his King's Bishop, and then the King's Pawn with 
his King's Knight. 

(b) He may also play : 



B. The Q. to her K. second square. 

8. 

JV. Is ohliged to push his K. P. one step. 
B. The K. Kt. to the adversary's K. fourth 
square, &c. 

(c) This move is of essential utility, as it disunites 
the White's central pawns : if the White, after 
taking the Queen's Pawn with his King's Pawn, 
were to give check by playing his Queen to her 
King's second square, the Black ought to move his 
Queen's Bishop to its King's third square. 

B^4 
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9- 

W. The K. P. takes it. 

B. The K. Kt. takes the K. P. 

10. 

W. The Q. to her Kt. third square. 
B. The Q. Kt. at its Kt. second square. 

11. 

W. The K, castles with his R. 
B. The Q. B. P. one step. 

12. 

W. The K. R. to its K. square. 
B, The K. castles, (d) 



(d) His game is at the least as good as yours. 
Your Queen's Pawn being isolated renders your 
situation perhaps even inferior to his. 
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THIRD GAME. 

1. 

W. The K. P. two steps. 
The same. 

2. 

W. The K. B. to its Q. B. fourth square. 
B. The same. 

3. 

TV. The Q. B. P. one step. 
B. The Q. P. one step. 

4. 

/r. The Q. P. two steps. 
B. The K. P. takes it. 

< 

5. 

IV. The Q. B. P. takes the K. P. 

B. The K. B. to its Q. Kt. third square. 

6. 

JF. The K. B. P. two steps. 

B. The K. Kt. to its B. third square. 

W. The Q. Kt. to its B. third square. 
J5. The K. castles. 

W. The K. Kt. to its B. third square. 
B. The K. Kt. takes the K. P. 



11 



9- 

W. The Q. Kt. takes the K. Kt. 
B. The Q. P. one step. 

10. 

W. The K. B. takes the Q. P. 
B. The Q. takes the K. B. and has a very good 
game. 



• » 
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FOURTH GAME. 

1. 

W. The K. P, two steps. 
B. The same. 

2. 

W. The K. Kt. to its B. third square. 
B. The Q. Kt. to its B. third square. 

3. 

W. The K. B. to its Q. B. fourth square. 
B. The same. 

4. ' 

W. The Q. B. P. one step. 

The K. Kt. to its B. third square, (a) 

W. The Q. P. two steps. 
B. The K. P. takes it. 

6. 

/f. The K. P. one step. 

jB. The K. Kt. to the adversary's K. fourth square. 

7- 

W. The K. B. to the adversary's Q. fourth 

square, (b) 
B. The K. Kt. takes the K. B. P. 

8. 

TV- The K. takes the K. Kt. 
jB. The K. P. takes the Q. B. P. checking with 
the K. B. 
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(ty It would also be good play to move his 
Queen to her King's second square. ■ 



(b) If the White, at the seventh move (in- 
stead of playing his King's Bishop to the adver- 
sary's Queen's fourth square), were to play his 
Queen's Knight's Pawn two steps, the Black must 
not retire his Bishop; he ought to take the 
Queen's Bishop's Pawn with the King's Knight, 
and then the Queen's Knight's Pawn with his 
King's Bishop, &c. 
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9. 

W. The K. to his square. 

B. The K. P. takes the Q. Kt. P. 

10. 

W. The Q. B. takes the K. P. 

B. The Q. Kt. to its K. second square. 

11. 

W. The K. Kt. to the adversary's K. Kt. fourth 

square, (or c) (or d) 
B. The Kt. takes the K. B. 

12. 

W. The Q. takes the Kt. 
B. The Q. takes the K. Kt. 

... i 1*» 

W. TheQ. takes the K. B. : . 

J5. The Q. takes the K. Kt. P. and has a much 

better game than his adversary. 



• » 
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< * 



(Ore)' 
U. 

IV. The Q. to her Kt. third square. 
B. The Kt. takes the K. B. 

12. 

W. The Q. takes the Kt.' 
jB. The Q. to her K. second square. 

13. 

W. The K. R. to its B. square. 
B. The Q. B. P. one step. 

14. 

W. The Q. to her Kt. third square. 
B. The Q. P; two steps. 

15. 

/F". The Q. Kt. to its B. third 8quare. 
B. The Q. B. to its K„ third square, &c. 

The Black is equal in power, and superior in 
situation. 

(Ord) 
11. 

IV. The K. R. to its B; square. 
B. The Ku takes the K* B. 

W. The Q. takes the Kt. 

jB. The Q. to her K. second square, and then the 
Q. B. P. one step, &c. 
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FIFTH GAME, 
i. 

W. The K. P. two steps. 
jB. The same. 

W. The K. Kt. to its B. third square. 
B. The Q. Kt. to its B. third square. 

3. 

W. The K. B. to the adversary's Q. Kt. fourth 
square. 

B. The K. B. to its Q. B. fourth square, (a) 

4. 

W. The K. B. takes the Q. Kt. 
B. The Q. P. takes the K. B. 

5. 

W. The K. Kt. takes the K. P. 

B. The Q. to the adversary's Q. fourth square, (b) 

6. 

TV, The K. Kt. to its fourth square. 
B. The Q. takes the K. P. and checks. 

7. 

If the White interpose his Queen, or move 
his King, he will lose his King's Knight ; 
and if he play, 

W. The Kt. to its K. third square, 
B. The K. B. takes it. 
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<S*J Tte Bl^/m^y^lso play, ^ ; ( , , . 



3. 



B. The Q. R. P. one step. 

4. 

/f. The K. B. takes the Q. Kt. 
B. The Q. P. takes the K. B. 

5. 

IV. The K. Kt. takes the K. P. 
B. The Q. to the adversary's Q. fourth square, 
gaining of course the K. P. or the Kt, &c. 

(b) The Black may likewise play the following 
moves: 



5. 

B. The K. B. takes the K. B. P. and checks. 

6. 

W. The K. takes the B. 

B. The Q. to the adversary's Q. fourth square, 
giving check. 

7. 

W. The K. to his square. 
B. The Q. takes the Kt. &c. 

voi* n. c 
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8. 

W. The Q. P. takes the K. B. (Ore) 
B. The Q. takes the K. Kt. P. 

9. 

W. The R. to its B. square. 

B. The Q. B. to the adversary's K. R. third square. 

10. 

W. The Q. Kt. to its Q. second square. 
B. The Q. R. to its Q. square. 

11. 

The Q. to her K. second square. 
B. The Q. takes the K. R. P. and will win the 
game* 



♦ «t 

■ » • 



1 



1 • 



. ; 1 



■ 
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(Ore) 
8. 

W. The K. B. P. takes the K. B. 
B. The Q. takes the K. Kt. P. 

IV. The K. R. to its B. square. 
B. The Q. B. to the adversary's K. Kt. fourth 
square. 

10. 

W. Has no better move than the K. R. to its B. 

second square. 
B. The Q. takes it, and checks. 

11. 

W. The K. takes the Q. 

B. The Q. B. takes the Q. &c. 
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SIXTH GAME. 

.1* ■ 'i 

* • - - 



4 

I. 

/T. The K. P. two steps. 
B. The seme. 



/PI The K. Kt. to its B. third square. 
Tfie Q. -St. U its B. ttotfd square. 

<> . ' * ' . 

JF. The K. B. to its Q. B. fourth square, 
B. The same. * " r T 

W. The Q. P. one step. 
J5. The same. 

5. 

W. The K. Kt. to the adversary's K. Kt. fourth 

square, (a) 
B. The Q. to her K. B. third square, (b) 

* 6. 

W. The K. B. tajees the K. B. P. and checks- 
B. The K. to his B. square. 

7. 

W. The K. castles. 

B. The K. R. P. one step. 

8. 

W. The K. B. takes the K. Kt. 
B. The K. R. P. takes the K. Kt. 
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(a) This move appears very goo4, but it is, on 
the contrary, highly exceptionable ; the attack be- 
ing premature, 

(b) The Black may also move his King's Knight 
to its Rook's third square ; but it is mufch better 
to play the Queen, as the move is not only cfc- 
fensive, but offensive. 



c 3 
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9- 

W. The K. B. to its Q. B. fourth square. 
B. The Q. Kt. to the adversary's Q. fourth square, 

10. 

W. The Q. B. P. one step. 

B. The Q. to her K. R. third square. 

n: 

W. The K. R. P. one step. 

B. The Q. B. takes the K. R. P. 

12. 

TV. The Q. B. P. takes the Q. Kt. (Or a) 
B. The Q. B. takes the K. Kt. P. 

* ■ 

13. 

W. The K. takes the Q. B. 
B. The Q. to the adversary's K. R. third square^ 
giving check. 

14. 

W. The K. to his Kt. square. 
J5. The Q. to the adversary's K. R. second square, 
giving check-mate. 



i 
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(Or a) 
12. 

W. The K. Kt. P. takes the Q. 
B. The Q. takes the K. Kt. P. 

13. 

IV. Can not avoid check-mate. 



!2* * 



SEVENTH GAME. 

1. 

IV. The K. P. two steps. 
jB. The same. 

W. The K. B. to the Q. B. fourth square. 
jB. The same. 

3. t 

W. The Q. to the adver<sary's K. R. fourth square. 
B. TheQ.to henK. ^coBldiscjfiate. 

/F. The Q. Kt. to its B. thi^d square. (Ox, a£ 
B. The K. Kt. to its JB. third square. 

5. 

W. The Q. to the adversary's K.Kt. fourth square. 
B. The Q. B. P. one step. 

6. 

/r. The Q. takes the K. Kt. P. 
B. The K. R. to its Kt. square. 

# 

7. 

W. The Q. to the adversary's K, R. third square. 
B. The Q. P. two steps. 

8. 

W. The K. P. takes it. 

B. The K, B. takes the K. B. P. and checks. 
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■ • 

(Of a) 

4. 

/r. The K. Kt. ta ks B. third squareL 

B. The Q. P. one step*. • * 

5^ ■ 
TV. The K. Itt. to the adversary's K^* fourth 
square. 

5. The K. Kt. to its B. third square. 

6. 

TV. The K.B.Ukes the K.B. P. and checks. (Orb) 
B. The K. to his Q. square. 

7. 

/P. The Q. ^ her K. R. fourth square. (If she 
be moved to any other square, the K. R. P, 
played one step, will gain a piece.) 

B. The K. R. to its B. square. 

8. 

TV. The K. B. to its Q. B. fourth square. 
B. The K. Kt. takes the K. P. 

9- 

TV. The Q. takes the K. Kt. (Or c) 

P. The K. B. takes the K. B. P. and checks. 

* Instead of playing this move, he may also play, 

4. 

B. The K. Kt. to its B. third square. 

5. 

W. The Q. takes the K. P. 

B. The K. fi. takes the K. B. P. and checks. 

6. 

IV. The K. takes the K. B. 

B. The K. Kt. to the adversary's K. Kt. fourth square, giving . 
check; &c. 
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If the White take the B. the K. Kt. checks 
at the adversary's K. Kt. fourth square, and 
wins the Q. ; and if, instead of taking the 
K. B. the White move, 

tV. The K. to his B. square. 

jB. The K. R. to its Kt. third square, forcing the 
Q. &c. 



4 • 



* i 
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10. 

W. The K. to his B. square, (or i) (or e) 
B. The Q. takes the K. Kt. 

1!. , 

W. The K. B». to Us K. second square. 
B. The K. R. to the adversary's K. B. fourth 
Square. 

12. 

W. The Q. to her third square. 

B. The Q. B. to its K. B. fourth square. 

13. 

IV. The Q. to the adversary's Q. fourth square. 
B. The Q. B. to the adversary's K. fourth square. 

14. 

W. The Q. to the adversary's K. Kt. square, 

giving check. 
B. The K. to his second square. 

15. 

Wm The K. B. to its third square. 
B. The Q. B. takes it. 

16. 

fV. The K. Kt. P. takes the Q. B. 
B. The K. R. takes the K. Kt. P. 

17. 

W. The O. P. one step. 

B. The K. B. to the adversary's K. R. fourth 
square, checking by discovery. 

18. » 

W. The K. to his second square. 
B. The Q. to the adversary's K. Kt. second 
square, giving check. 

W. 'TheK.tohisO. square. 
jB. The K. R. to the adversary's K. B. square, 
giving dheck. 

VOL. II. C (5 
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■ 

l6. 

tV. The Q. to the adversary's K. R. square. 
B. The K. R. to its B. square* 

J7. 

W. The Q. B. to the adversary's K. Kt. fourth 
square. 

B. The Q. to her K. B. second square, &c. 



(Or d) Suppose the White to play 

10. 

IF. The K. to his Q. square. 
B. The Q. takes the K. Kt. 

11. ... 
IV. The Q. Kt. to its B. third square. 
J3. The same. 

l • 

W. The K. R. to its B. square. 

B. The Q. B. to its K. B. fourth square, 

13. ' ' 

W. The Q. to the adversary's Q. fourth square* 
B. The Q. Kt. to the adversary's Q. Kt. fourth 
square. 

14. 

W. The Q. takes the Q. Kt. P. 
JB. The Q. to the adversary's K. Kt. fourth square, 
giving check. 

* 

15. 

W . The Q. is compelled to interpose at her K. B. 

third square. 
B. The Q. B. takes the Q. B. P. and checks. 

16. 

JV. The K. to his second square. . 
B. The K. R. takes the Q. &c. 
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(Or e) At the tenth move, if the White, instead 
of moving his King either to his Bi.sJiop'& or Queen's 
square, should play v " ' ' 

W* The K. to his second square. 
B. TheQ. tafce^theK. Kt. 

11. • . 

W. The K. R. P. one step (to prevent the check 

with the Q. B.) ' 
B. The K. R. to the adversary's K. B. fourth 

square. 

12. 

W. The 0. to the adversary's Q. fourth square. 
B. The Q. to her K. R. fourth square, giving 
check. 

!3. 

W. The K. Kt. P. two steps. 

B. The Q. B. takes the K. Kt. P. and checks. 

14. 

JV. The K. R. P. takes the Q. B. * 

B. The Q. takes the K. R. P. and checks. 

15. 

W. The K. to his B. square. 
B. The K. B. to the adversary's K. R. fourth 
square, giving check by discovery. 

Or* 
14. 

W. The K. to his B. square. 

B. The Q. B. takes the K. R. P. and checks. 

15. 

W. The K. R. takes the Q. B. 

B. The QL to the adversary's Gt. square, giving check. 

}6. 

W. The K. to his Kt. second sq ire. 

B. The Q, to the adversary** K. Kt. square, giving checkr 
mate. 

VOL. II. C 8 
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x6. 

W. The Q. is compelled to interpose. 
B. The Q. takes her, and checks. 

17. • 
W. The K. to his Kt. square. 

B. The Q. to the adversary's K. Kt third square, 

giving check-mate. 
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EIGHTH GAME. 
I. 

JV. The K. P. two steps. 
B. The same. 

2. 

JV. The K. B. to its Q. B. fourth square. 
B. The Q. B. P. one step. 

3. 

JV. The K. Kt. to its B. third square, (a) 
B. The K. B. to its Q. third square. 

4. 

i 

JV. The Q. B. P. one step. 

B. The K. B. to its Q. B. second square. 

5. 

JV. The Q. P. two steps. 
B. The K. P. takes it. 

6. 

IV. The Q. B. P. takes the K. P. 

B. The K. Kt. to its K. second square. 

7. 

JV. The K. Kt. to the adversary's K. Kt. fourth 

square. 
B. The Q. P. two steps. 
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(a) In the first Volume, the attaching player 
has been taught the method of taking advantage 
of those mistakes which are generally committed 
by his adversary :' this game will show, that, when* 
the player, who has the move, does not follow the 
regular system of attack, his adversary may easily 
gain the move, and acquire a more advantageous 
situation. If the White, instead of playing his 
King's Knight to its Bishop's third square, had 
played his Queen's Pawn^ two steps, he would hav$ 
had a much better gfrme, 



••• 
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8. 

/F. The K. P. takes the Q. P. 
jB. The Q. B. P. takes the K. P. 

9- 

JV. The K. B. to its Q. third square. 
jB. The K. R. P. one step. 

10. 

JF. The Q. to the adversary's K. R. fourth square. 
jB. The K. castles. 

/r. The K. Kt. to its B. third square. 
5. The Q. Kt. to its B. third square. 

T^. The K. casttes. ; 

B. The Q. to her third square. 

13. 

W. The Q. Kt. to its B. thfrdfiquSfe. 
JB. The Q. R. P. one step. 

14. 

The Q. B. to its Q. second square. 
jB. The K. B. P. two steps. 

15. 

JF. The Q. Kt. to its K. second square. 
B. The K. Kt. P. two steps. 
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16. 

W. The K. R. P. two steps. 
B. The K. .Kt. P. ope step. 

W. The Q. B. U> ite &. B, fWb-squape. 
B. The Q. to her K. Kt. third square. 

T8. 

/F. The Q. takes the Q. 
B. The K. Kt. takes the Q. 

■ • • • • . • 

19. 

W. The Q. B. takes the K. B- 
B.. The K. Kt. P. takes the K. Kt. 

•1 20. 

W. The K. Kt. P. takes the K. Kt. P. 
B. The K. Kt. takes the K- R. P. 

W. The K. Kt. P. to its K. B. fourth square. 
B. The K. Kt. to the adverts K. B. third 
square, giving check. 

22. 

W. The K. to bis Kt. second square. 
B. The K. Kt. takes the Q. P. 

23. 

W. The Q. Kt. takes the K. Kt. 
B. The Q. Kt. takes the Q. Kt. 

d 3 
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24. 

W. The K. R. to its square. "~ ^ 

5. The K. to his H. second square. 

25. 

W. The K. R. to the adversary's K. R. fourth 
square.. 

B. The K. R. to its Kt. square, giving check. 

26* 

/F. The K. to his R. square. 
5. The K. R. to the adversary's K. Kt. fourth 
square. 

27. 

/F. The Q. B. to the adversary's K. fourth square. 
B. The K. to his Kt. third square. 

■ ■ 28. 

JV. The K. R. to its third square. 
B. The Q* Kt. to its E? third square, 

29. 

/P. The K. B. P. one step. 
B. The Q. Kt. takes the Q. B, 

- V 

30. 

W. The K. B. P. takes the K. R. 
B. The Q. Kt. takes the K. B. P. 

31. 

W. The Q. R. tq its K. B. square. 
jB. The Q. B. to its Q. second square. 



*■ ■ . 
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/T. The K. R. to its Kt. thusl squ^e ;« 7 
The K, R. P. one step. , , . 

W. The Q. R. to its R. square. 
J3. The K. to* his B.' third square. 

r 34<» 

/F. The K. to his Kt. square. 

B. The Q. R. to its K. R. square. 

;r 35. 

/F. The Q. Kt. P.^one step. 
B. The Q, P. one; step/ 

. . ' ' ■ • * I r ' 7 . ^O. - # 

W. The Q. R. to its Q. B.. square. 
B. The Q. B. to its third square. 

37. " • ' * 

/r. TheQ. R. to the adversary's Q. B. fourth 
square. ; 

B. The Q. B. to the adversary's K. fourth square. 

■ • • / » ♦ • • 

, • I ■ . . - - > v 

38. 

JF. The K. B. takes the Q. B. 
B. The K. B. P. takes the K. B. 

39. 

W. The K. R. to its third square. 
B. The K. B. P. to the adversary's K. third square. 

d 4 
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40. 

IV. The K. to his B. square, (b) 

B. The Q. P. to the adversary's Q. thirfl squirt, 

#1. 

/P. The K. R. takes the K. R. P. 
B. The Q. Kt. to the adversary's it. R. second 
square, giving check. i 

41. 

/P. The K. to his square. 

B. The Q. R. takes the K. R. 

43. 

W. The Q. R. takes the Q. ft. 
JB. The Kt. to the adversary's K. B. third square, 
giving check. 

44. 

... 

> 

W. The K. to his B. or Q. square. 
B. The P. to the adversary's K. second square, 
giving check. 

45. 

fF. Loses the game in a few moves. 
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(b ) 40th Move. — If theWhite (instead of moving 
his King) should take the King's Rook's Riwn with 
one of his Rooks, the Black would win the game 
by taking that Rook, and then playing his Pawn 
to the adversary's King's second square. 



}' . . . 
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NINTH GAME. 

. j • " ■ ■ .» L • > , - • »il I*» » 

• ! ! ' " k * • v i 

' " 1 ' I ' - J • f f " • "ill' \ 

1 • 

JF. The K. P. two steps. 
J3. The same. 

2. 

W. The K. Kt. to its B. third square. 
B. The Q. Kt. to its B. third square. 

3. 

W. The K. B. to its Q. B. fourth square. 
B. The same. 

4. 

IV. The Q. P. one step. 
B. The same. 

5 • 

W. The K. Kt. to the adversary's K. Kt. fourth 
square. 

B. The Q. to her K. B. third square. 

6. 

TV. The K. B. takes the K. B. P. and checks. 
B. The K. to his B. square. 

7. 

W. The Q. to her second square. 
B. The K. R. P. one step., 
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S. 

W. The K. B. takes the K. Kt. 

B. The K. takes the K. B. • * * ; 

9* 

W. The K. Kt. to its B. third square. 
P. The Q. B. to the adversary's K. Kt. fourth 
square. 

10. 

tV. The Q. to her square. 

B. The Q. Kt. to the adversary's Q. fourth square 

11. 

W. The Q. Kt. to its Q. second square, 
iB. The Q. R. to its K. B. square. 

ja. 

IT. The Q. B. P. one step. 

B. The Q. Kt. takes the K. Kt. and checks. 

13. 

JV. The Q. Kt. takes the Q. Kt. 
$. The Q. B. takes the Q. Kt. 

14. 

JV. The K. Kt. P. takes the Q. B. 
The Q. takes the K. Kt. P. , 

15. 

JV. The Q. takes the Q. 
The Q. R. takes the Q. 
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16. 

W. The K. R. to Hs sqww. 
B. The K. to his R. second square, 

I/. 

JT. The Q. B. to its Q. second ^sgtwre. 
TheK. R. to its By square, &<t, 



■ * ' * 



(a) The Black will win the game, as the White 
must lose a Pawn at least : the White's attack oa 
the King's Bishop's Pawn was premature, and 
transferred the attack to his adversary. 
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TENTH GAME, 
i. 

W. The K. P. two steps. 
B. The same. 

J^I The K. B. P. two steps. 

J3. The Q. Kt. to its B. third square. 

3. 

W. The K. Kt. to its B. third square. 
B. The K. B. to its Q. B. fourth square. 

4. 

The same. 
JBL The K. Kt. to its B. third square. 

W. The K. B. P. takes the K. P. 
jB. The K. Kt. takes the K. P. 

6. 

W. The Q. P. two steps. 

B. The Q. Kt. fakes the Q. P. 

7. 

W. The K. Kt. takes the Q. Kt. ' 
jB. The Q. to the adversary's K. R. fourth square, 
giving check. 

8. 

IV. The K. Kt. P. one step. (Or a) 
B. The K. Kt. takes the K. Kt. P. 
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(Or a) 

• ■ 

r. 8. 

IV. The K. to his second square. 
B. The Q. to the adversary's K. B. second square, 
giving check. 

W, The K. to his Q. third square. 

B. The Q. takes the K. Kt. and checks. 

10. 

IV. The K. to his second square. 
J5. The Q. takes the K. B. and will easily win 
the game. 
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W. The Q. to her K. B. third square, (b) 
B. The K. Kt. takes the K. R. checking by 
discovery. 

10. 

W+ The K. to his B. square. 
B. The Q. P. two steps. 

. II. 

W. The P. takes it. 

B, The Q. B. to the adversary's K. R. third 
square, giving check. 

12. 

W. The K. to his Kt. square. 
jB. The Q. to the adversary's K. square, giving 
check. 

13. 

W. The K. B. interposes at its square. 

B. The K. B. takes the K. Kt. and checks. 

14. 

If. The K. takes the K. Kt. 
• B. The Q. B. takes the K. B. and will win the 
jgame in ? few moves. 
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(b) In this hopeless situation, if the White 
should play his King's Knight to his Bishop's third 
square, the Black ought to check with his Queen at 
the adversary's King's fourth square, and then take 
the King's Rook with his Knight, &c. 



V 
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ELEVENTH GAME. 

Defence against Cunningham'; Gambit. 

i 

1. 

W. The K. P. two steps. 
B. The same. 

2. 

W. The K. B. P. two steps. 
B. The K. P. takes it. 

W. The K. Kt. to its B. third square. 
B. The K. B. to its K. second square. 

4. 

JV. The K. B. to its Q. B. fourth square. 
B. The K. B. to the adversary's K. R. fourtk 
square, giving check. 

5. 

W. The v K. Kt. P. interposes, (a) 
B. The Gambit's P. takes it. 

6. 

W. The K. castles. 

B. The Gambit's P. takes the K. R. P. and checks . 

7. 

W. The K. to his R. square, 
B. The Q. P. two steps. 

8. 

W. The K. B. takes it. 

£« The K. Kt. to its third square. 
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fa) tt would certainly be better play to mov6 the 
king to his Bishop's square ; but Cunningham 
directed the King's Knight's Pawn to be played, 
on the supposition that the White's attack on the 
King's Bishop's Pawn was irresistible. 
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W. The K. B. takes the K. B. P. and checks. 
B. The K. takes the B. 

10. 

fV. The K. Kt. takes the K. B. 
B. The K. R. to its B. square* 

11. 

W. The Q. P. two steps, (a) 
B. The K. to his Kt. square. 

12. 

W. The Q. B. to the adversary's K. Kt. fourth 
square. 

B. The K. Kt. takes the K. P. 

13. 

W. The Q. B. takes the Q. 

B. The K. R. takes the K. R. and checks. 

14. 

fV. The Q. takes the K. R. 
B. The K, ICt. to the adyrCffary's ft, J^. foird 
square, giving check. i»; 

15. 

/f. The K. takps the P. at his R. second square. 
5. The K. Kt. takes the Q. and checks. 

16. 

W. The K. to his Kt. square. 
B. The K. Kt. to the adversary's K. third square, 
and has the best of the game. 
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(a) If the White should push his King's Pawn 
upon the King's Knight, the Blaek ought to check 
with his Queen at her fourth square : the White, 
to support his King's Pawn, will be compelled to 
interpose his King's Knight at its Bishop's third 
square, and the Black will then be at liberty to 
move his King's KnigfcU 



K 3 
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TWELFTH GAME. 

m 

Another Method of defending Cunningham^ 

Gambit. 

1. 

W. The K. P. two steps, 

B. The same* r 

2. 

W. The K. B. P. two steps. 
B. The K. P. takes it. 

• i 

3. 

m • m 

W. The K. Kt. to its B. thM square. 
B. The K. B. to its K. second square. 

4. 

W. The K. B. to its Q. B. fourth square. 
B. The K B. to the adversary's K. R. fourth 
square, giving check. 

W. The K. Kt. P. one step. 
B. The Gambit's P. takes it. 

6. 

W. The K. castles. 

B. The Gambit's P. takes the K. R. P. and checks. 

7. 

W. The K. to its R. square. 
B. The Q. P. two steps. 

8. 

i 

W. The K. B. takes it. 

B. The K. Kt. to its B, third square. 



» 
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9- 

JV. The K. B. to its Q. Kt. third square. 
B. The K. Kt. takes the K. P. 

10. 

W. The Q. to her K. second square. 
B. The same. 

U. 

W. The K. B. takes the K. B. P. and checks. 
B. The K. to his B. square. 

12. 

W. The Q. takes the Gambit's P. at her K. K. 

second square. 
B. The K. Kt. to the adversary's K. Kt. third 

square, giving check. 

13. 

W. The K. to his Kt. second square. 
B. The K. Kt. takes the K. R. 

14. 

JV. The Q. takes the K. B. 
B. The Q. takes the Q. 

15. 

W. The K. Kt. takes the Q. 
B. The K, takes the K. B. 

16. 

TV. The K. takes the K. Kt. 
B. The Q. B. to the adversary's K. R. third 
square, giving check. 
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17. 

TV. The K. to Ms B. second square. . . 
B. The Q. Kt. to its B. third square, tec. 

m 

The Black will win the game, having the ad- 
vantage of a Rook and a Pawn for a Knight ; 
with a very goo4 situation. 
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THIRTEENTH GAME. 

Defence against the King's Gambit. 

!. 

tV, TTie K. P. two steps, 
B. The same. 

■ 

W. The K. B. P. two steps. 
9. The K. E takes it. 

3. 

W. The K. Kt. to its B. third square. 
B. The K. Kt. P. two steps. 

4. 

IV. The K. B. to its Q. B. fourth square. 
B. The K. Kt. P. one step. 

5. # 
W. The K. Kt. to the adversary's K. fourth 
square. 

B. The Q. to the adversary's K. R. fourth square, 
giving check. 

6. 

IV. The K. to his B. square. 
£. The Gambit's P. one step, to the adversary's 
K. B, third square. 

7. 

fV. TheK. Kt. takes the K. B. P. 
B. The Gambit's P. takes th« K. Kt. P. and 
checks. 
vol. u. ■ 5 
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.8. 

W. The K. takes the Gambit's P.' . 

B. The Q. Kt. to its B. third square. 

- * ■ . *\ . ■ • • , . 
9. 

The K. Kt. takes the K. R. 
B. The Q. to the adversary's K. R. third square, 
giving check. ... V 

10. 

W. The K. to his B. second square. 

B. The K. B. to its Q. B. fourth square*, giving 

check. 

. .11. > . 
The K. to his square. 
J3. The Q. to the adversary's K. R. fourth square, 

giving check. - - ... 



• ». 



12. 

/f. The K. to his second square. 
B. The Q. to the adversary's K. B. second square, 
giving check. 

W. The K. to his Q. third square. 
jB. The Q. to the adversary's Q, fourth square, 
giving check. 

14. 

W. The K. to his second square. 
B. The Q. takes the K. P. and checks, 

15. • 

■ 

W. The K. to his B. square. 
B. The Q. takes the K. R. and checks, 



4 m 
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16. 

W. The K. to his second square. 
Ji. The Q. to the adversary's K. B. third square, 
giving check. 

17. 

fP. The K. to his square. 
ff. The Q. to the adversary's B. second square^ 
giving check-mate. 
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FOURTEENTH GAME. 

Another Method of defending the King's Gambit. 

i. 

W. The K. P. two stem. 
J5. The same. 

W. The K. B. P. two steps. 
B. The K. P. takes it. 

3. 

W. The K. R. P. two steps. 

B. The K. B. to its K. second square. 

4. 

W. The K. Kt. to its B. third square. 
B. The Q. P. one step. 

5. 

JV. The Q. P. two steps. 

JB. The Q. B. to the adversary's K. Kt. fourth 
square. 

6. 

JV. The Q. B. takes the Gambit's P. 

B. The K. B. takes the K. R. P. and checks. 

7. 

JV. The K. Kt. P. one step, (or a) 

B. The K. B. to its K. Kt. fourth square. 

8. 

JV. The Q. B. takes the K..B. 
B. The Q. B. takes the K. Kt. 
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yOra) 
7. 

W. The K. R. takes the K. B. 
B. The Q. B. takes the K. Kt. 

8. 

W. The O. takes the Q. B. 
B. The Q. takes the K. R. and must win the 
game. 



Digitized by Google 



^ . 9- 
W. The Q. B. takes the Q\ 

A The Q. takes the Q; 

10. 

W. The takes the Q. fi. 

B. The K. takes the Q. B. &c; The Black haV* 
ing totally destroyed the attack of the 
White, and having seven Pawns to six, 

, with a very good situation, ought unques- 
tionably to win the game. 
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FIFTEENTH GAME. 

Another Method of defending the King's Gambit, 

■ 

1. 

W. The K. P. two steps. 
B. The same. 

2. 

W. The K. B. P. two steps. 
B. The K. P. takes it. 

3. 

W. The K. Kt. to its B. third square. 
B. The K. Kt. P. two steps. 

4. 

IV. The K. B. to its Q. B. fourth square. 
B. The K. B. to its Kt. second square. 

W. The K. R. P. two steps. 
B. The K. R. P. one step. 

6. 

W. The K. R. P. takes the K. Kt. P. 
B. The K. R. P. takes the K. R. P. 

7. 

W. The K. R. takes the K. R. 
B. The K. B. takes the K. R. 

8. 

W. The Q. P. two steps, (or a) 
B. The Q. P. one step. 



■ 



# to 



. * " 
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(Or a) 

8. 

W. The K. Kt. to its R. second square. 
B. The Q. to her K. second square. 

9- 

/PI The Q. P. one step. 
B. The Q. B. P. one step. 

10. 

. The Q. to the adversary's K. R. fourth squar/p. 
B. The K. B. to its Kt. second square. 

11. 

IV. The K. Kt, to its B. third square. 
B. The K. B. to its R. third square, and the Black 
has a very good game. 

TO*. M. T 
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IV. The K. Kt. to the adversary's K. fourth 

square. 
B. The Q. P. takes it. 

10. 

tV. The Q. to the adversary's K. R. fourth square. 
B. The Q. to her K. B. third square. 

11. 

W. The Q. P. takes the Q. P. 

B. The Q. to her K. Kt. second square. 

- 

12. 

fV. The Q. P. to the adversary's X. third square. 
B. The K. Kt. to its B. third square. 

13. 

W. The Q. P. takes the K. B. P. and checks. 
B. The K. to his B. wjqars. 

14* 



The Q. to her K. B; third square. 
B. The Q. Kt. to its B. third square. 



15. ;'. , • 

W. The Q. to her R. third square, giving check. 
JB. The Q. ^..interposes at its . sscond 

. :• • . .: .r. .: v.. : .v. 

16. 



- • • 



/T. The Q. B. to its Q. secofld square. 
The K. Kt. takes the If. P. 



d m 
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17. 

IV. The Q. B« to its Kt. fourth square. 
B. The Q. to her K. fourth square,, and the Black 
will easily win the game. 



• 
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SIXTEENTH* GAME. 

■ 

* * 

_ • * ♦ » • r I * ' • 

T| * - 

J • 

/PI The K. P. two steps. 
B. The same. 

2. 

W. The K. B. P. two steps. 
B. The K. P. takes it. 

3. 

W. The K. Kt. to its B. third square. 
B. The K. Kt. P* two steps. 

■ 

4. 

W. The K. B. to its Q. B. fourth square. 
B. The K. B. to its Kt. second square, (a) 

5. 

W. The K. R. P. two steps. 
B. The K. R. P. one step. 

6. 

JV. The Q. P. two steps. 
B. The Q. P. one step. 

7. 

W. The Q. B. P. one step. 
B. The same. 

8. 

IV. The Q. to her K. second square. 
B. The same. 

4 
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(a) It is difficult to decide whether this move 
be better than playing the King's Knight's Pawn 
to the adversary's King's Knight's fourth square. 
The well-known and justly-celebrated Italian 
players, Lionardo, Salvio, and Carrera, preferred 
the latter move; but Philidor, Cozio, and the 
anonymous Modenese, recommended the former. 
The author of this treatise acknowledges that his 
opinion coincides with that of Lionardo and Salvio, 
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W. The K. Kt. P. one step. 
B. The K. Kt. P. to the adversary's K., Kt. 
fourth square. 

10. 

IV. The K. Kt. to its square, or to its R. second 
square. 

B. The Gambit's P. to the adversary's K. B. third 
square, &c. 



* * . " 
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It is obvious thpt the Black has a remarkably 
fine game; he ha$ d Pawn more than his ad* 
versary, and a much better situation. This is the 
consequence of his having played his Queen to her 
King's second square.; instead of this qiove, PA/- 
lidor directs the Black to play his Queen's Bishop 
to the adversary's Kirig'a Knight's fourth square, 
which appears to be an exceptionable move, as it 
enables the White to play his King's Knight's 
Pawn, and disunite his adversary's Pawns, the 
Black not being able to move his King's Knight's 
Pawn, in cQwseqtieatce of the situation of his Queens 
Bis fiop. 



■ 
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SEVENTEENTH GAMtfe 

- 

W. The K. P. two steps. 
B. The same. 

%> 

W. The K. B. P. two steps. 
B. The K. P. takes it. 

3* 

W. The K. Kt. to its B. third square. 
B. The K. Kt. P. two steps. 

4. 

TV. The K. B, tp its Q. 3. fourth square. 
JB. The K. Kt. P. one step. 

5. 

W. The K. Kt. to the adversary's K. fourth 
square, (a) 

B. The Q. to the adversary's K. R. fourth square, 

giving check. 

, 6. 

W. TheK. to his B. square. 

B. The K. Kt. to its R. third square 

7- 

W. The Q. P. two steps. 
B. The Q. P. one step. 

W. The K. Kt. to its Q. third square. 
JS. The Gambit's P. to the adversary's K. B. third 
square. 
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fa) With an inferior player the White may 
castle, and sacrifice his King's Knight. The game 
then becomes extremely critical, but against a 
skilful opponent the White's attack is certainly 
premature. 
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W. The K. Kt. P. takes it. (a) 

B. The K. Kt. P. takes the K. Kt. P. 

• 10. 

W. The Q. takes the K. Kt. P. 

B. The Q. B. to the adversary's K. R. third 
square, giving check, and wins the Q. ; be- 
cause the White can move his King only 
to his second square, or to his Knights 
square; if he move to the former, the 
Queen's Bishop played to the adversary's K. 
Kt. fourth square, wins the Queen ; and if 
he move to the latter, the King's Rook, by 
checking at its Knight's square, will corn- 
el the White Queen to interpose, &a 
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(Or a) 

W. The K. Kt. P. one step. 

P. The Q. to her K. second square. 

10. 

W. The K. to his B. second square.. 
jB. The K. B. to his Kt. second square. 

11. 

IV. The Q. B. P. one step. 

jB. The Q. Kt. to its B. third square. 

A. * 

W. The O. B- to its K. B. fourth square, 
JB. The Q. B. to its Q. second square. 

13. 

TV. The Q. to her second square. 
B. The K. Kt. to its square 

14. 

W. The K. R. to its K. square. " 

B. The Q. Kt. to its R. fourth square. 

15. 

W. The Q. Kt. to its R. third square. 
B. The Q. Kt. takes the K. B. 

16. 

W. The Q. KL takes the Q. Kt. 
B- The K. castles with his Q. R. 

/r. The Q. R P. two steps. 
B. The K. R. P. two steps. 

J-Q 

W. The Q. Kt. P. two steps. 
jB. The K. R. P. one step. 

10. 

W. The K. R. to its square. 

B. The K. Kt. to itsB. third square. 

20. 

fT- Can not retrieve his game. 
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EIGHTEENTH GAME. 

i. 

JV. The K. P. two steps. 

• 

jp. The same* 

2. 

W. The K. B. P. two steps. \ 
# The K. P. takes it. 

JV. The K. JCt. to its B. third square. 
The K. Kt. P. two steps. 

4. 

W, The K. B. to its Q. B. fourth square. 
£. The K. JCt. one step. 

JT. The K. B. takes the K. B. f. and checks. 
Th$ &. takes the JC- ?. 

6. 

JT. The K. Kt. tq the adversary's K. fourth square, 
giving check. 
The K. to his square. 

7. 

JV. The Q. takes the K. Kt. P. 

The Q. to her K. B. third square. 

8. 

JV. The Q. to the adversary's K. R. fourth square* 

giving check. 
B. The K. to his second square. 
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JT. The K. Kt- to the adversary** JC. B. second 

. square. 
B. The Q. takes the K. Xt. 

iq, :;• 

^1 The Q. to the adversary's K. ibttrth aquaa^ 

giving check, 
fi. The Q. interposes at her K, «ju*ra, 

• « • - « • 



11. 



JF. The Q. takes the K. R. 

B. The K. Rt, to Hs ». thifd squar*. 



12. 



W. The Q. P. one step. 

£. The Q. I£t. to its B. third square* &c, 



The Black has much the best of the game ; i( 
«tUV be 4tf&pult for the White to prey^it the iHaoil 

from moving his King to hi$ second square, aiu) 
then his King's Bishop to his Knight's second 
square, &c. 
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■ 

NINETEENTH GAME. 

■ 

1. 

/r. The K. P. two steps. 
B. The same. 

2. 

JF, The K. B. P. two steps. 
B. The K. P. takes it. 

3. 

W. The K. Kt. to its B. third square. 
B. The K. Kt P. two steps. 

4. 

IP. The K. B. to its Q. B. fourth square. 
B. The K. Kt. P. one step. 

' ' 5. 

%T. The K. Kt. to the adversary's K. fourth square. 
& The Q. to the adversary's K. R. fourth square, 
giving check. 

6. 

W. The K. to his B. square. 

B. The K. Kt. to its B. third square. 

7. 

W. The K. Kt. takes the K. B. P. (a) 
B. The Q. P. two steps. 

8. 

W. The K. Kt. takes the K. R. 
£. The Q. B. takes the K. B. 
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7- 

W. The K. B. takes the K. B. P. and checks. 
B. The K. to his Q. square. 

IT. The K. B, t<> its Q- Kt. third sqoar* 
B. TheX. Kt. to itsK. fourth square. 

9> 

W. The K. Kt. to the adversary's K. B. second 

square, giving check. 
B. The K. to his square. 

10. 

fV. The K. Kt. takes the K. R. 
B. The K. Kt. to the adversary's K. Kt. third 
square, giving check. 

11. 

fV. The K> to his Kt. square. (If he take the K. 

Kt. he will equally lose his Q.) 
B. The K. B. to its Q. B. fourth square, giving 

check. 

12. 

W. The Q. P. two steps. 

B. The K. B. takes the Q. P. and checks. 

13. 

W. The Q. takes the K. B. 
B. The K. Kt. to the adversary's K. second 
square, giving check, and wins the Q. &c 
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W. The Q. to her K. second square. 
B. The Q. B. to its K. third square. 

10. 

W. The Q. P. one step. 

B. The K. Kt. to its R. fourth square. 

Jl. 

W. The Q. to her K. B. second square. 
jB. The Q. takes the Q. and checks. 

12. 

W. The K. takes the Q. 

B. The K. B. to its Kt. second square* and will 
win the game. 



TWENTIETH GAME, 

* 

* 

1. 

W. The K. P. two step* 
J?. The same. 

2. 

/F k The K. B. P. two steps. 
B. The IC P. takes it. 

3. 

IK The K. Kt. to its B. third square, 
B. Thre. K. Kt. P. two steps. 

4. 

/P. The K. B. to its Q. B. fourth square. 
B. The K. Kt. P. one step. 

5. 

IV. The K. Kt. to the adversary's K. fourth square. 
B. The K. Kt. to its R. third square. 

6. . 
/P. The K. Kt. takes the K. Kt. P. , 
B. The Q. to the adversary's K. R. fourth squarfc, 
giving cheek. 

7. 

W. The K. Kt. interposes at its B. second square. 
£. The Q. P. two steps. 

8. 

If the White take it with his K. B. the Black 
wins the Q. by playing his Q. B. to the 
adversary's K. Kt. fourth square ; and if, 
vol, n, G 
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instead of taking the Q. P. with the K. B. 
the White should take it with the K. P. 
the Black will play,' 
The Gambit's P. to the adversary's K. B. third 
square. 

9- 

W. Is compelled to remove or support his K. B. ; 
the Black then takes the K. Kt. P. with 
his Gambit's P. and has obviously the best 
of the game, (a) 
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(a) If the White retire his Bishop to its Queen's 
Knight's third square, the Black must take the 
King's Knight's Pawn with his Gambit s Pawn, 
and then the King's Rook's Pawn with his Queen: 
but if the White, instead of retiring his Bishop to 
its Qaeen's Knight's third square, were to move it 
to its own square, the Black must check with his 
Queen on her King's second square, &c. 



G 2 
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TWENTY-FIRST GAME. 

W. The K. P. two steps. 
• B« The same. 

2. 

- W. The K. B. P. two steps. 
B. The K. P. takes it. 

3. 

,IK The K. Kt. to its B. third square. 
B. The K. Kt. P. two steps. 

4. 

W. The K. R, P. two steps* 
B. The K. Kt. P. one step. 

5. 

W. The K. Kt. to the adversary's K. fourth squares 
B. The*Q. to her K. second square. 

6. 

W. The K. Kt. takes the K. Kt. P. (or a} 
B. The K. B. P. two steps. 

7. 

JV. The K. Kt. to its B. second square. 
B. The K. B. P. takes the K. P. 

8. 

W. The Q. to the adversary's K* Rr fourth square, 

giving check. 
B. The K. to his Q. square* 
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(Or a) 
6. 

TV. The Q. P. two steps. 
JB. The K. B. P. two steps, 

7- 

TV. The Q. B. takes the Gambit's P. 
B. The Q. P. one step. 

8. 

TV. The Q. B. to the adversary's K. Kt. fourth 
square. 

JB. The K. Kt. to its B. third square. 

9 ' 

TV. The Q. Kt. to its B. third square, 
J5. The Q. B. P. one step. 

10. 

TV. The Q. B. takes the K. Kt. 
jB. The Q. takes the Q. B. 

11. 

TV. The K. Kt. to its Q. B. fourth square. 
jB. The Q. Kt. P. two steps, 

\2. 

fV. The K. Kt. to its K* third square. 
P. The K. R. P. two steps ; &c. 

o 3 
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IV. The Q. to the adversary's K. B. fourth square. 
B. The K. Kt. to its B. third square. 

10. 

JV. The Q. takes the Gambit's P. 
B. The Q. P. two steps ; and has a very good 
game, (b) 
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(b) The White has no attack ; his pieces are 
confined, and he can not move even his Queen's 
Pawn : his best move is to play his King's Bishop 
to its King's second square. 



G 4 
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TWENTY-SECOND GAME. 

i. 

JV. The K. P. two steps. 
B. The same. 

2. 

TV. The K. B. P. two steps. 
B. The K. P. takes it. 

3. 

W. The K. B. to its Q. B. fourth square. 
B. The K. B. P. two steps. 

4. 

W. The K. P. takes it. (or a) 
B. The Q. to the, adversary's K. R. fourth square, 
giving check. 

5. 

W. The K. to his B. square. 
jB. The Gambit's P. one step ; to the adversary's 
K. B. third square. 

6. 

W. The K. B. takes the K. Kt. . 

B. The Gambit's P. takes the K. Kt. P. and checks. " 

7- 

W. The K. takes the Gambit's P. 
£. The K. R. takes the K. B. and has^ a much 
superior game. 
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(Or a) 
4. 

W. The K. B takes the K. Kt. 
B. The Q. to the adversary's Q. R. fourth square, 
giving check. 

5. 

W. The K. to his B. square. 

B. The K R. takes the K. B. % 

6. 

W. The K. Kt. to its B. third square. 

B< The Q. to her K. B. third square, &c. 
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TWENTY-THIRD GAME. 

♦ 

t 

1. 

TV. The K. P. two steps. 
B. The same. 

2. 

W. The K. B. P. two steps. 
B. The K. P. takes it. 

3. 

W. The K. B. to its Q. B. fourth square. 
JB. The Q. to the adversary's K. R. fourth square, 
giving check. 

4. 

W* The K. to his B. square. 
B. The Q. P. one step. 

■ 

5. 

W. The Q. P. two steps. 
B. The K. Kt. P. two steps. 

6. 

W. The K. Kt. to its B. third square. ' 
B. The Q. to her K. R. fourth square. 

'7- 

W. The K. R. P. two steps. 

B. The K. B. to its R. third square. 

8. 

W. The K. to his Kt. square. 

B. The K. Kt. P. to the adversary's K. Kt. fourth 

square. 

i 
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/JP. The K. Kt. to its K. square. 

B. The K. Kt. to its K. second square. 

10. 

TV. The Q. Kt. to its B. third square. 
B. The K. R. to its K. Kt. square. 

II. ' 
TV. The Q. Kt to its K. second square. 
B. The Gambit's P. one step. 

12. 

TV. The Q. Kt. to its K Kt. third square. 
B. The Q. to its K. Kt. third square. 

13. . 
TV. The Q. B. takes the K. B. 
B. The Q. takes the Q B. 

14. 

TV. The K. Kt. P. takes the Gambit's P. 
B. The Q. to the adversary's K. third square, 
giving check. 

15. 

TV. The K. to his Kt. second square. 
jd. The K. Kt. to its third square, &c. 

The Black has the attack, and a good game. 
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TWENTY-FOURTH GAME, 

* 

1. 

JV. The K. P. two steps. 
B. The same. 

2. 

JV. The K. B. P. two steps, 
B. The K. P. takes it. 

3. 

JV. The K. B. to its Q. B. fourth square. 
B. The Q. to the adversary's K. R. fourth square, 
giving check, 

4. 

JV. The K. to his B. square. 
The Q. P. one step. 

IV. The Q. P. two steps. 
jB. The K, Kt. P, two steps. 

6. 

JV. The K. Kt. to its B. third square. 
B. The Q. to her K. R. fourth square. 

7, 

W. The K. R. P. two steps. 

B. The K. B, to its R. third square, 

8. 

W. The K. to his Kt. square, 
B. The K. Kt. P. one step, 
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W< The K. Kt. to its K. squafe. 

B. The K. Kt- to its K. second 6quare< 

10* 

W. ' The Q. Kt. to its B. third square. 
B. The K. R. to its K. Kt. square. 

II. 

W. The Q. Kt. to its K. second square. 
B. The Gambit's P. one step. 

12. 

W. The Q. Kt. to its K. Kt. third square. 
B. The Q. to her K. Kt. third square. 

]3. 

W. The K. R. P. one step. 

B. The Q. to her K. B. third square. 

14. 

W. The K. Kt. P. takes the Gambit's P. 
B. The K. Kt. P. takes the K. Kt. P. 

15. 

W. The K. to his B. second square. 
B. The K. B. takes the Q. B. 

16. 

W. The Q. R. takes the K. B. 
B. The Q. B. to the adversary's K. Kt. fourth 
square. 

17. 

W. The Q. B. P. one step. 

B. The Q. to the adversary's K. B, fourth square, 
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18. 

JV. The K. Kt. takes the 'P. at its B. third square. 
B. The Q. B. to its K. third square. 

19- 

W. The Q. Kt. to its K. second square. 
B. The Q. takes the K. P. &c. (a) 
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(a) The Black has a Pawn more than his adver- 
sary, and a better game. 
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TWENTY-FIFTH GAME. 

Defence of the Queen's Gambit. 

IV. The Q. P. two steps. 
B. The same, 

2. 

W. The Q. B. P. two steps* 
JB. The Q. P. takes it. 

3. 

W. The K. P. two steps. 
jB. The same. 

4. 

W. The Q. P. takes it. (Or a) 
B. The Q. takes the Q. 

5. 

/T. The K. takes the Q. 

The Q. B. to its K. third square. 

6. 

W. The Q. Kt. to its Q. second square. 
£. The Q. Kt. P. two steps. 

7- 

W. The Q. R. P. two steps. 
J5. The Q. B. P. one step. 

8. 

W. The Q. R. P. takes the Q. Kt P. 
jB. The Q. B. P. takes the Q. R. P. 
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(Or a) 
4. 

JV. The Q. P. one step. 
B. The K. B. P. two steps. 

5. 

IV. The Q. Kt. to its B. third square. 
B. The K. Kt. to its B. third square. 

6. 

IV. The K. B P. one step. 

B. The K. B. to its Q. B. fourth square. 

7- 

W. The Q. B. to the adversary's K. Kt. fourth 

square. 
B. The K. castles ; &c. 

The game is perfectly equal. 

VOL. II. H 
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9. 

TV. The Q. Kt. P. one step. 
B. The Q. R. P. two steps. 

10. 

W. The Q. Kt. P. takes the Q. P. at the adver- 
sary's Q. B. fourth square. 

B. The Q. B. P. to the adversary's Q. Kt. fourth 
square. 

The Black has at the least as good a game a$ the 
White, in consequence of his two passed Pawns* 

■ 

► 



• ft . . • 

4 m ' • • 
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TWENTY-SIXTH GAME. 



Another Method of defendlrig ihe Queen's Gambit. 

n 

W. The Q. P. two steps. /! v 

B. The same. ... ><...'! .-u 

1< 

IV. The Q. B. P. two steps; <T .2 .£ < i :7. 

J5. The Q. P. takes it. M .• ; v ; ... 

ff''. Tlie K. P. one step. 

fi. The K. P. two steps. 1 1 " , ' . 

.;.n.i>; • i, i. .c. 

IT. The Q. to- her R, foprth squajje, ; giyjpg check. 
B. The Q. B t P. one s^teR. ....... - ? 

5. 

JF. The Q. P. takes the K. P. , 
B. The Q. Kt. P. two steps. 

' • . 

6. 

W. The Q. to her B. second square. 
B. The Q. R. P. one step. 

... 

7- 

The Q. R. P. two steps. 
B. The Q. B. to its Kt. second square, 

8. 

W. The Q. R. P. takes the Q. Kt. P. 
B. The Q. B. P. takes the Q. R. P. &c. 
The Black's game is well opened. 

h 1 
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TWENTY-SEVENTH GAME. 

■ • • 

W. The Q. P. two steps. 
jB. The same. 

2. 

W. The Q. B. P. two steps. 
2*. The Q. P. takes it. 

3. 

W. The K. P. one step. [ 
B. The same. 

4. 

fV. The K. B. takes the Gambit's P. i 
jB. The K. B. to its Q. third square. 

* 

5. 

W. The K. P. one step. 
B. The Q. B. P. one step. 

6. 

4 

W. The K. P. one step. 

B. The K. B. to its Q. B. second square. 

■ 

/F. The Q. R. P. two steps. 

J5. The K. Kt. to its K. second square. 

. » o. 

* 

W. The same. 

B. The K. castles. • ' . 



lOl 



9- 

W. The Q. Kt. to its B. third square. 
B. The Q. Kt. to its Q. second square. 

10. 

/F. The K. castles. 

S. The Q. Kt. to its third square. 

il. 

W. The K. B. to its Q. R. second square. 
B. The Q. Kt. to its Q. fourth square ; &c. 

The Black has a good game. 



. . . 



> 
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GIVING CHECK-MAT^ 



SITUATION. 

B. The K. at the adversary's Q. third square* 
W 7 . The K. at the, aflv;p.r.sary*a K. R. square. 
The Q. R. at its Q. Kt. square. 

TV. The R. to its Q. Kt. fourth square. 

B. The K* to the adversary's Q. B. third square* 

2. 

/iT. The R. to its K. Kt. fourth square, 

B. The K. to the adversary's Q. third square*. 

3. 

W. The K. to the adversary's K. Kt. second 
square. 

B. The IC to the adversary's K. third square. 

v r. 
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4. " , 

The K. to the adversary's K. Kt. or K. B. 
thitd Square. 
jB. The K. to the adversary's K. B. third square, 

5. 

r , 

j )!r. 'the K. to the ad versary's K. B. fourth square. 
B. The K. to the adversary's K. third square- 

6. . 

fT. The R. to its K. B. fourth square, 

S. The K. to the adversary's Q. third square. 

- 

* .:. ». • . \; 
W* THe R. to its K. fourth squfcre. 
jB. The K. to the adversary's Q. B. third square* 

8. v . y v. ; 

#\ THeK. to the adversary's K. fourth sqi?arev\ 
JB. The K. to the adversary's Q. third square. 

/F. The K. to the adversary's Q. fourth square. 
5, The K. to the adversary's Q. B. third square. 

10. 

W. The R. to its Q. fourth square. 

B. The K. to the adversary's Q. Kt, third square. 

11. 

W. The R. to its Q. B. fourth square. 

B. The K. to the adversary's Q. R. third square. 

H 4 
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12. 

W. The K. to-bia.Q. fourth square. - 

B. The K. to the adversary's Q. Kt. third square. 



» - • 



13. 



■ _ 

W. The K. to his Q. third square. 

B. The K. to the adversary's Q. Kt. second 



square. 



14. 



W. The K. to his Q. second square. 

JB. The K. to the adversary's Q. Kt. third square. 

15. 

W. The R. to its K. fourth square. 

B. The K. to the adversary's Q. R. third square. 

♦ 16. 1 

IV. The K. to his Q; B. second square. 

B. The K. to the adversary's Q. R. second square. 

* 

17- 

fV. The R. to its fourth square, giving check- 
mater 



» & 
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Metltod of giving Check-mate with a Rook, 
on a particular Square. 

■ 

SECOND SITUATION. 

• 

jB. The K. at the adversary's K. square, 
IV. The K. at his B. third square. 

■ 

The K. R. at its second square. 

The Black King must be check-mated on his 
own square. 1 

- 

1. 

W. The R. to its K. B. second square. 
B. The K. to the adversary's Q. square. 

2. 

W. The R. to its K. second square. 

B. The K. to the adversary's Q. B. square. 

3. 

W. The K. to his third square. 

B. The K. to the adversary's Q. square. 

* 

4. 

W. The K. to his Q. third square. 

B. TheK. to the adversary's Q. B. square. 

/F. The R. to its Q. second square. 

B, The K. to the adversary's Q. Kt. square. 
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r 

TV. The R. to its Q. B. second square. 

B. The K. to the adversary's Q. R. fcqukre, 

7- 

W. The K. to his Q. second square. 

B. The K. to the adversary's Q. Kt. square. 

8. 

IV. The K. to his Q. B. third square. 

if. The K. to the adversary's Q. R t square. 

9- 

TV The R. to its <>. B. square, giving check. 
The K. to the adversary's Q. R. Second 
square. 

10. . 
TV. The R. to its'Q, square. 

B. The K. to the adversary's Q. R. third square. 

11. . 
IV. The R. to its Q. Kt. square. 

B. The K. to the adversary's Q. "ft. Sec6«d 

square. 

12. . -I . - 
TV- The K, to his Q. B. second square. 

B. The K. to the adversary's Q. R. third square* 

. . 0 , , p • \ % 

; J. o • * • ' .•-.!» « » 

The R. to its Q. Kt. second square. 
B. The K. to the adversary's Q. R. fourth square* 

/F. The R. to its Q. Kt. third square. 
B. The K. to his.Q. R. fourth square* 
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"1*7 

#V The ft', to WPQ'. B. third qffcfifc. 

5. The K. lb >the'ad*ie*sary'ft R. fourth Square. 

16. 

ffc foe K. io his Q. 8. ftutth squat£. 
B. The K. to his Q. R. fourth squire. 

if • • » » * 

W. The R. to its Q. Kt. fourth square. 
-A • : The i K.''edTii»^. 'R. thnd square. 

18, 

The R. to the adversary's Q. Kt. fourth square. 
J5. The K. to his Q. H. second square. 

4 

/T. The JC. t£ the adversary's R fourth squqtfev 
B. The K. to his Q. R. third square. 

10» ■ • • * * * * - 

/F. The K. to the adversary's Q. B. third square. 
. The K. to his. R. second square. 

21. 

JiT. The R. to the adversary's Q. R. fourth square, 

giving check. 
B. The K. to his Q. Kt. square. 

22. 

IF. The R. to its Q. R. fourth squatte. 
JB. The K. to his Q. B. square. 

23. 

W. The R. to its Q. Kt. fourth square. 
U.. The K. to bis Q. square. 
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14. 

TV. The K. to the adversary's Q. third square. 
B. The K. to his Q. B. square. <ty 

/r. The R. to the adversary's Q. Kt. fourth 

square. 

iJ. The K. to his Q. square. 

26. 

The R. to the adversary's Q. B. fourth square, 
JB. The K. to his own square. 

W* The K. to the adversary's K. third square. 
B. The K. to his B. square. 

28. 

W. The R. to the adversary's K. Kt. fourth 

square. • 
JB. The K. to his own square. 

W. The R. to the adversary's K. Kt. square, giving 
check-mate. 



» 
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(Or a) 

fV. 24. 

B. The K. to his square. 

25. 

W. The K. to the adversary's K. third square. 
B. The K. to his Q. square. 

26. 

W. The R. to its Q. B. fourth square. 
B. The K. to his own square. 

27. 

W. The R. gives check-mate. 



THIRD SITUATION. 



B. The K. at his R. fourth Square. 
/iT. The K. at the adversary's K. R. thirdsquare. 
The Q. R. at the adversary's B. ^poxv^ 
square. 



» 

In similar situation urisfcilfol player ia fre- 
quently puzzled how to, give check-mate, it h 

however very easily effected in the following 

. ' ' ■ 



ner : 



J. 



IV. The R. to its Q. B. fourth square. 
B. The K. is compelled to go to his R. 
square. 

W. The R. to its K* R* fourth square, giving 
check-mate. 
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Method of giving Chedk-mate with both 

Bishops. 

SITUATION OF THE PIECES. 

B. Thq K. at the adversary's K. fourth square, 
W. The K. at the adversary's Q. B. fourth square* 
The K. B. at its Q. Kt. third square. 
The Q. B. at the adversary's Q. Kt. square, 

1. 

IV. The K. B. to the adversary's Q. fourth square, 

giving check. 
B. The K. to the adversary's K. third square. 

IV. The Q. B. to the adversary's K. fourth square* 
B. The K. to thQ adversary's Q. third square. 

W. The Q. B. to its Q. fourth square. 
J5. The K. to the adversary's Q. B. second 
square. 

4. 

W. The K. to his Q. B. fourth square. 

B. The K. to the adversary's Q. second square. 

5. 

W. The K. B. to its third square. 

B. ThjB K. tp thp adversary's K. square. 
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6. 

IV. The K. to his Q. third square. 

B. The K. to the adversary's K. B. square. 

7. 

W. The Q. B. to its K. third square. 
B. The K. to the adversary's K. square. 

8. 

W. The K. B. to its K. Kt. second square. 
B. The K. to the adversary's Q. square. 

9- 

W. The Q. B. to its K. B. second square. 
B. The K. to the adversary's Q. B. square. 

10. 

TV. The K. to his Q. B. third square. 
B. The K. to the adversary's Q. square. 

11. 

IV. The K. B. to its third square, giving check. 
J5. The K. to the adversary's Q. B. square. 

TV. The Q. B, to its K. third square, giving 
check. 

B. The K. to the adversary's Q. Kt, square. 

13. 

TV. The K. to his Q. Kt. third square. 

B. The K. to the adversary's Q. R. square. 

14/ 

TV. The K. to his Q. R. third square, (or a) 
B. TheK< to the adversary's Q. Kt. square. 
4 

t 
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. (Or a) 
14. 

W. The Q. B. to its K. B. fourth squarfc. 
B. The K. to the adversary's Q. Kt. square. 

. 15. 

W. The K. B. to its K. fourth square, giving 
check. 

B. The K. to the adversary's Q. R. square. 

16. 

W. The Q. B. to the adversary's K. fourth square, 
giving check-mate. 

VOL. II. I 
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15. 

W. The K. B. to its K. fourth square, giving 
check. 

B. The K. to the adversary's Q. R. square. 

.16. 

W. The Q. B. to the Q. fourth square, giving 
check-mate. 
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Method of giving Check-mate with a Knight 

and Bishop. 

SITUATION OF THE PIECES. 

JS. The K. at his R. square. 

W. The K. at the adversary's Q. B. third square. 

The Q. B. at its square. 

The Q. Kt. at the adversary's Q. fourth square, 

i. 

W. The Q. B. to the K. B. fourth square. 
B. The K. to his Q. R. second square. 

2. 

W. The Kt. to the adversary's Q. Kt. third square. 
B. The K. to his Q. R. third square. 

3. 

JV. The B. to the adversary's Q. Kt. square. 
J5. The K. to his Q. R. fourth square. 

4. 

W. The Kt. to the adversary's Q. fourth square* 
B. The K. to his R. third square, (or a) 

5. 

TV. The Kt. to its fourth square, giving check. 
J5. The K. to his Q. R. fourth square. 

6. 

W. The K. to the adversary's Q. B. fourth square. 
B. The K. to the adversary's Q. R. fourth 
square. 
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(Or a) 

B. The K. to the adversary's Q. R. fourth square. 

5. 

W. The B. to the adversary's K. fourth square. 
B. The K. to the adversary's Q. Kt. third square. 

6. 

IV. The Kt. to its K. third square. 
B. The K. to the adversary's Q. Kt. fourth 
square. 

i 3 
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7. 

W. The K. to his Q. B. fourth square. 
jB. The K. to his Q. R. fourth square. 

8. 

W. The B. to the adversary's Q. B. second square, 

giving check. 
B. The K. to the adversary's Q. R. fourth square. 

9- 

W. The B. to the adversary's Q. Kt. third square. 
B. The K. to the adversary's Q. R. third square. 

10. 

IV. The Kt. to its Q. third square. 

B. The K. to the adversary's Q. R. fourth square. 

11. 

IV. The Kt. to its second square, giving check. 
B. The K. to the adversary's Q. R. third square. 

12. 

IV. The K. to his Q. B. third square. 
B. The K. to the adversary's Q. R. second 
square. 

13. 

JV. The K. to his Q. B. second square. 

B. The K. to the adversary's Q. R. third square. 

14. 

IV. The B. to the adversary's Q. B. fourth square, 

giving check. 
JB. The K. to the adversary's Q. R. second 

square. 
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fP. The K. tp tftf adversary's Q. third 

square, 

5. The K. to the adversary's Q. R. fourth square. 

/T. The Q. B. toits third square. 

Jf. The fc. to the adversary's Q. Kt. third square. 

W. The Q. B. to its Q. second square. 

B. The K. to the adversary's Q. R. fourth square. 

lO. 

fV. The K. to the adversary's Q. B. fourth square. 
B. The K. to the adversary's Q. Kt. third square, 

11. 

W. The K. to the adversary's Q. Kt. fourth 
square. 

J5. The K. to the adversary's Q. R. third square. 

12. 

W. The Kt. to its B. second square, giving check. 
B. The K. to the adversary's Q. Kt. second 
square. 

13. 

W. The Kt. to its Q. fourth Square. 

B. The K. to the adversary's Q- R- third square. 

14. 

W . The B. to its square, giving check. 
B. The K. to the adversary's Q, R. second 
square. 

15. 

W. The K. to his Q. Kt. fourth square. 
B. The K. to the adversary's Q. Kt. square. 

16. 

IV. The B. to its R. third square, 
fi. The K. to the adversary's Q. R. second 
square. 

l 4 
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-fV. The B. to its Q. Kt. fourth square. 
B. The K. to the adversary's Q. R. square. 

16. 

W. The Kt. to its Q. third square. 
B. The K. to the adversary's Q. R. second 
square. 

17. 

W. The Kt. to its B. square, giving check. 
B. The K. to the adversary's Q. R. square. 

18. 

IT. The B. to its third square, giving check-mate- 
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17. 

IV. The Kt. to its K. second square. 

B. The K. to the adversary's Q. Kt. square, (or b) 

mm ' 

18. 

W. The K. to his Q. Kt. third square. 

jB. The K. to the adversary's Q. R. square. 

; ' 39. 

W. The B. to its Kt. second square, giving check. 
jB. The K. to the adversary's Q. Kt. square. 

20. 

W. The Kt. to its B. third square,, giving check- 
mate. 

(Or I) 

B. The K. to the adversary's Q. R. square 

19. 

W. The K. to his Q. Kt. third square. 

B. The K. to the adversary's CI. Kt. square. 

19. 

W, The Kt. to its B. third square, riving check. 
B. The K. to the adversary's Q. R. square. 

20. 

W. The B. to its Kt. second square, giving check-mate. 
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Method of dratvijtg a Game with a Knight 

against a Rook. 

POSITION OF THE PIECES. 

* 

r 

B, The K. at the adversary's K. third square. 

The K. R. at the adversary's R. square. 
W. The K. at his own 6quare. 

The Q. Kt. at the Q. B. square. 

j. 

W. The K. to his Q. square. 

B. The R. to the adversary's Q, &t. .squar*. 

i 

2. 

W. The K. to his Q. B. second square. 
B. The R. to its Q. Kt. fourth square. 

m 

3. ; ■ ' 

W> The K. to his Q. square, 
B. The R. to the adversary's Q. Kt. second 
square. 

.4. • 
JV. The K. to his own square. 
B. The R. to the adversary's Q. second square. 

5. * 

JV. The Kt. to its third square. 
B. The R. to the adversary's Q. Kt. second 
square, (or a) 

- 
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(Or a) BACK-GAME. 

From the fifth move of the Black. 

B. The R. to the adversary's Q. B. second square. 

6. 

W 7 ". The K. to his Q. square* 

B. The K. to the adversary's Q. third square. 

7. 

fP". The Kt. to its B. square, giving check, (b) 
B. The K. to the adversary's Q. B. third square. 

9. ■ • 

W. The Kt. to its K. second square, giving check ; 
and will easily make a drawn game. 

■ 
• 

(b) Tf the White, instead of play'mg this move, were to 
play the Knight to its Queen's Rooks, square, the Black would 

win ; ex. : 

W. The Kt. to its Q. R. square. 

B. The R. to the adversary's &. Kt. second square, 

8. . * 

W K The K. to his Q. B. square. r 
2*. The K. to the adversary's Q. B. third square. 

9- 

W, Can not play his Kt. without putting it en prise, and if he 
play his K. to his Q. square, the Blaok checks at the 
adversary's Q. Kt. square, and wins the Kt. 
N. B. It is to be observed, that when the Knight is distant 

from its King, the Rook generally wins the game. 
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6. , 

W. The Kt. to its Q. B. square. 

B. The R. to the adversary's K. B. second square, 

7. 

W. The K. to his Q. square. 
B. The R. to the adversary's K. R. second 
square. 

W. The Kt. to its third square. 

B. The K. to the adversary's Q. third square. 

W. The Et. to its Q. B. square, giving check. 
JB. The K. to the adversary's Q. B. third square, 

10. 

W. The Kt. to its K. second square, giving 
check. 

B. The K. to the adversary's Q. Kt. second 
square. 

II. 

W. The K. to his own square. 
B. The K. to the adversary's Q. B. second 
square. 

12. 

W. The K. to his B. square. 

B« The K. to the adversary's Q. second square. 

13. 

W. The Kt. to its K. Kt. square. 

JB. The K. to the adversary's Q. square. 
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14. 

W. The Kt. to its K. B. third square- 
B. The R. to the adversary's K. R. square 
giving check, 

15. % - *T 

W. The Kt. interposes at its K. Kt. square.. 
B. Tlie R. to its K. R. fourth square. 

16. 

W. The K. to its Kt. second square. 
B. The K. to the adversary's K. square. 

W. The Kt. to the K. B. third square, giving 
check. 

B. The K. to the adversary's K. second square. 

18. 

IV. The Kt. to its own square, giving check. 
B. The K. to the adversary's K. third square. 

19- 

W. The K. to his B. square. 

B. The R. to its K . B. fourth square, giving check* 

W. The K. to his own square. 

B. The R. to the adversary's K. B. second square. 

21. 

W. The Kt, to its R. third square. 
JB. The R. to the adversary's K. Kt. second 
square. 
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22. 

TV. The K. to his B. square. 

B. The R. to the adversary's K. R. second square. 

23. 

JV. The Kt. to its own square. 
B. The R. to the adversary's K. B. second square, 
giving check. 

04. 

W. The K. to his own square. 

B. The R. to the adversary's K. Kt. second 

square ; or to the adversary's Q. Kt. second 

square. 

25. 

W. The K. to his B. square ; and it is evident 
that the Black can not win the game. 
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Method of drawing a Game with a Bishop 

against a Rook. 

SITUATION OF THE PIECES. 

B. The K. at the adversary's K. third square. 

The Q. R. at its third square. 
W. The K. at his B. square. 

The K. B. at the adversary's Q. B. third 
square. 

* 

I. 

W. The K. B. to the adversary's Q. Kt. second 
square. 

B. The Q. R. to its Q. Kt. third square. 

W. The K. B. to the adversary's Q. fourth 
square. 

B. The Q. R. to' the adversary's Q. Kt. second 
square. 

3. 

W. The K. B. to the adversary's Q. B. third 
square. 

JB. The Q. R. to the adversary's K. B. second 
square, giving check. 

W. The K. to his Kt. square, (a) 

B. The K. to the adversary's K. second square* 
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(a) If you were to play your King to his own 
square, the Black would win ; ex. : 

4. 

W. The K. to its own square. 

B. The R. to the adversary's Q. B. second square. 

5. 

IV. The B. to its Q. R. fourth square. 
B. The R. to the adversary's Q. B. square, giving 
check. 

6. 

W. The B. interposes at its Q. square* 
B. The R. to the adversary's Q. Kt. or Q. R. 
square. 

7. * 

W. The K. to his B. square. 
B. The R. takes the B. &c. 

VOL. II, K 
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5. 

fV. The K. B. to the adversary's Q. fourth square, 
B. The K. to the adversary's K. square. 

6. 

W. The K. B. to the adversary's Q. B. third 
square. 

B. The R. to its K. B. third square. 

4 

I ■ 

7. 

W. The K. B. to the adversary's Q. Kt. second 
square. 

5. The R. to its K. Kt. third square, giving 
check. 

8. 

W. The K. to his R. second square- 

B. The K. to the adversary's K. B. second square. 

. W. The K. to his R. third square. . - • • \ 
B. The R. to the adversary's K. Kt. third square, 
s giving check. 

10. 

W. The K. to his R. fourth square, and will 
easily draw the game. 



■ • 
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Method of winning with a Queen against. 

both Knights. 

SITUATION OF THE PIECES. 

B. The K. at the adversary's Q. fourth square. 
The K. Kt. at the .idversary's Q. B. fourth 
square. 

The Q. Kt. at its K. fourth square. 
W. The K. at his R. second square. 

The Q. at the adversary's Q. R. square. 

1. 

IV. The K. to his Kt. third square. 

B. The K. to the adversary's Q. third square. 

2. 

XV. The O. to the adversary's Q. fourth square, 

giving check. 
B. The K. to the adversary's Q. B. third square. 

3. 

IV. The K. to his B. fourth, square. 
B. The Q. Kt. to the adversary's Q. third square, 
giving check. 

4. 

TV. The K. to his B. third square. 
B. The Q. Kt. to its K. fourth square, giving 
check. 

K 2 
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5. 

W. The K. to his fourth square. 

J5. Xhe K. to the adversary's Q. Kt. third square, 

6. 

W. The K. to his Q. fourth square. 
J3. The K. to the adversary's Qi Kt. fourth 
square. 

7. 

W. The Q. to the adversary's Q. Kt. second 

square, giving check. 
2?. Tlie K. to the adversary's Q. R. fourth square. 

8. 

/y. TheK. to the adversary's Q. B. fourth square. 
jB. The K. to the adversary's Q. R. third square. 

9- 

W. The Q. to her Kt. fourth square, giving check. 
B. The K. to the adversary's Q. R. second square. 

10. 

IF. The K. to the adversary's Q. fourth square. 
B. The K. to the adversary's Q. R. square. 

1 1. 

IK The Q. to her Kt. third square. 

B. Is compelled to move one of his Knights, &c. 

N. B. The Black has no chance of defending 
his game, but by keeping his Knights in that situ- 
ation in which they support each other ; as soon as 
you can compel him to abandon that situation, you 
will find no difficulty to win the game. 
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Method of making a drawn Game ivith both 
Bishops against a Queen. 

SITUATION OF THE PIECES. 

jB. The K. at his Kt. second square. 

The Q. B. at its K. Kt. third square. 

The K. B. at its third square. 
IV. The K. at his Kt. fourth square. 

The Q. at her R. fourth square. 

1. 

IV. The Q. to the adversary's Q. second square, 

giving check. 
B. The K. to his B. square. 

2. 

W. The Q. to the adversary's K. third square. 
B. The K. to his Kt. second square. 

W. The K. to his B. fourth square. 

&. The Q. B. to its K. R. second square. 

4. 

W. The Q. to the adversary's Q. second square, 

giving check. 
B. The K. to his Kt. third square. 

5. 

IV, The O. to the adversary'6 K. square, giving 
check. 

B. The K. to his Kt. second square. 

K 3 
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6. 

TV. The K. to his Kt. fourth square* 

B. The Q. B. to its K. Kt. third square. 

7. 

TV. The Q. to the adversary's K. third square. 
B. The Q. B. to its K. R. second square. 

8. 

TV. The Q. to the adversary's Q. second square, 

giving cheek. 
B. The K. to his Kt. third square. 

TV. The Q. to the adversary's K. square, giving 
check. 

B. The K. to his Kt. second square. 

10. 

TV The K. to the adversary's K. R. fourth square. 
B. The Q. B. to its K. B. fourth square, (a) . 

■It, 

TV. The Q. to the adversary's Q. Kt. fourth square. 
B. The Q. B. to its K. K.t. third square, giving 
cheek. 

TV, The K. to his Kt. fourth square. 

iJ. The O. B. again retires to its K. R. second 
square, and the situation of \\\$ pieces is 
precisely similar to that in which they stood 
at the eighth move. If he cautiously pur-, 
sue that system, it will be out of your 

power tp wirj the game, 

• ' ■ . _ . - »• • • 
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(a) If, instead of this move, he were to play his 
King's Bishop either to the adversary's Queen's 
Knight's second square, or to the adversary's 
Qaeen's Rook's square, he would lose the game ;. 
ex, : 

J* •••••• 10* 

B. The K. B. to the adversary's Q. Kt. second 
square. 

11. 

TV. The Q. to the adversary's Q. second squai A 

giving check. 
B. The K. to his R. square. * 

12. 

W. The Q. to the adversary's Q. B. square, giving 
check. 

B. The Q. B. interposes at its K. Kt. square, (b) 

13. 

W. The K to the adversary's K. Kt. third square. 
J5. The K. B. to its Kt. second square. 

14. 

W. The Q. to her K. R. third square, giving 
check. 

B. The Q. B. interposes. 

15. 

IV. The Q. takes it, and gives check-mate. 

(h) If he should play his King to his Knight's second square, 
you should check at the adversary's Queen's Knight s second 
square, by which move you win his King's Bishop, kc. 

K 4 
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Method of giving Chech-mate with a Rook 
and Bishop against a Rook, 

SITUATION OF THE PIECES, 

jB. The K. at his Q. B square. 

The K. R. at its Q. Kt. second square. 
W. The K. at the adversary's Q. B. third square. 
The Q. R. at the adversary's Q. R. third 

square. ^ * 

The Q. B. at the adversary's Q. B. fourth 
square, 

■ 

« 1 • 

JV. TheR. to the adversary's Q. R. square, giving 

check. 
B. The R. interposes. 

2. 

IV. The R. to the adversary's Q, R. second 
square. 

B. The R. to the adversary's Q. Kt. second 
square. \ 

W. The R. to the adversary's K. Kt. second 
square, 

. B. The R. to the adversary's Q. second square, 

4. 

W. The R. to the adversary's K. B. second square, 
B. The R. to the adversary's Q. square, (of a) 
(or a) 
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(Or a) 

IV. .... . 4. 

B. The R. to the adversary's Q. third square. 

b. 

IV. The Q. R. to the adversary's O. R. second 
square. 

B. The K. to his Q. Kt. square. 

6. 

W. The Q. R. to its fourth square, 

JB. The R. is compelled to play to the adversary's 
Q. B. third square, to prevent the B. from 
checking at the adversary's Q. third square, 
&c. - ' 

7. 

W. The Q. R. to its K. fourth square. 
J5. Is compelled to take the B. with his R. to avoid 
check^mate, 

v, 

(Or a) 

W. 4. 

B. The R. to its Q. square, 

W. TheB. to the adversary's K. second square. 
B. The R. to its K. Kt. or K. R. square. 

6. 

W. The Q. R. to the adversary's K. B. fourth 
square. 

B> TheK, to his Q. Kt. square. 

7, 

W. The B. to the adversary's Q, third square, 

giving check, 
B. The K, to his Q. B. square, 

8. * 

W. The Q. R. to the adversary's g. Kt. fourth 
square, &c, 
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5. 

IF. The R. to the adversary's Q. R. second square, 
B. The R, to die adversary's Q. Kt. square* (or h) 

6. 

ff. The 6. to its Q. R. third square. 
B. The R. to the adversary's Q. Kt third square, 
(or c) 

7. 

IF. The B. to the adversary's Q. third square. 
B. The R. to the adversary's Q. B. third square, 
giving check. 

8. 

' JF. The Q. B. interposes at the adversary's Q. B. 
fourth square. 
jb\ The R. to the adversary's Q. Kt. third square. 

/T. The R. to the adversary's Q. B. second square, 

giving check. 
2?. The K. to his Q. Kt. square. 

-10. , 
IF. Tlie R. to the adversary's K. second square. 
The K. to his Q. R. square. 

u. . 

IF. The R. to its K. fourth square. 

J5. The R. to the adversary's Q. Kt. second 
square, or to the adversary's Q. Kt. square, 
or to its Q. Kt. second square, 

12. 

IF. The R. to its fourth square, giving check. . 
B. The K f tb his £>. Kt. square. 
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(Or I) 

IV 5 

B. The K. to bis Q. Kt. 'square. 

C. 

/FL The R. to its fourth square. 

B, The R. to the adversary's (). B. square*' 

7 '• 

/f. The R. to its K. fourth square. 
B. Is compelled to take the Bishop with his Rook 
to avoid chec k-mate. 

JT. 6. 

B. The K. to his Q. Kt. square, . 

7- 

The R. to the adversary's K . B. second square, 
jB. The K. to his Q. R. square. 

8. 

W. The R. to the adversary's K. B. fourth square, 
B. The R. to its Q. Kt. second square. 

9- 

W. The R. to its K. B. fourth square. 
B. The R. to the adversary's Q. Kt. third square 
(or b) 

(Ob) 

W. 9- 

B. The II . to its K. Kt. second square. 

10. 

IV. The R. to the adversary's K. B. square, giving cbeck. 
H. The K. to his Q. R. second square. 

11. 

IV, The B to the adversary's Q. B. fourth square, givingxiheck. 
B. TUe K. to his a R. third square. 

\1. 

The R. to the adversary's Q. R. square, giving check. 
jB. The R. interposes. 

13. 

ff\ The R, takes it, giving check-mate. 

1 Digitized by Google 
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13* 

//' The B. to the adversary's Q. third square, 
giving check. 

< 

B. The K. to his Q. B. square. 

14. 

IV. The R. to the adversary's Q. R. square, giv- 

. ing check. 
B. The R. interposes. 

■ 

15. 

IV. The R. takes it, and gives check-mate. 

r 

I 



f 
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10. 

fK The R. to its fourth square, giving check. 
B. The K. to his Q. Kt. square. 

W. The B. to the adversary's Q. third square, 

giving check. 
B. The K. to his Q. B. square. 

12. 

W. The R. to the adversary's Q. R. square, giving 

check. 
B. The R. interposes. 

13. 

W. The R. takes it, and gives check-mate. 
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Another Situation, in which a Rook and 
Bib hop may win against a Rook. 

B. The K. at his Q. R. square. 

The Q. R. at its Q. Kt. second square. 
IV. The K. at the adversary's Q. R. third square. 

The Q. R. at the adversary's Q. third square. 

The Q. B. at the adversary's Q. R. fourth 
square. 

I. 

TV. The Q. B. to the adversary's Q. Ki. third 
square. 

B. The R. to its Q. R. second square, giving 
check, (or a) 

2. 

W. TheK. to the adversary's Q. Kt. fourth square: 

for if you took the R. the Black K. would 

» 

be stale-mate. 
B. The R. to its K. R. second square, (b) 



IV. The K. to the adversary's Q. B. third square. 
B. The R. to its K. R. square. 
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W. l. 

B. The R. to its Q. Kt. square. 

2. 

TV. The B. to the adversary's Q. B. second square* 
B. The R. to its Q. B. square. 

3. 

TV. The K. to the adversary's Q. Kt. third square. 
fi. The R. to its K. Kt. square. 

4. 

TV. The R. to the adversary's Q. fourth square. 
B. The R. to its K. Kt. third square, giving 
check. 

5. 

W. The B. interposes at the adversary's Q. third 
square. 

B. Is compelled to take the B. with his R. &c. 

f 4 

TV. 2. 

B. The R. to its Q. Kt. second square. 

3. 

TV. The K. to the adversary's Q. B. third square. 
B. The R. to its Q. Kt. square. 

4. 

TV. The R. to the adversary's Q. fourth square. 
B. The R. to its Q. Kt. second square. 

5. 

W. The R. to its Q. fourth square. 
B. Loses in a few moves. 
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4. 

JV. The Q. B. to the adversary's Q. B. second 
square. 

B. The R. to its K. Kt. square, (or c) 

5. • * • 

The R. to the adversary's O. fourth square. 
B* The K. to its K. Kt. third square, giving 
check. 

6. 

/Fl The B. interposes. 

J5. The R. to its K. Kt. second square. 

7. 

W. The R. to the adversary's K. fourth square. 
B. The R. to its K. B. second square. 

TV. The R. to the adversary's K. square, giving 
check. 

B. The K. to his Q. R. second square. 

TV. The Q. B. to the adversary's Q. B. fourth 

square, giving check. 
B. The K. to his Q. R. third square. 

10. 

W. The R. to the adversary's Q. R. square, giving 
check,- &c. 



Digitized by Google 



145 



(c) 

B. The K. to his Q, R. second square. 

5. 

TV. The R. to its Q. fourth square. 
B. The R. to its K. R. third square, giving 
check. 

6. 

W. The B. interposes at the adversary's Q. third 
square. 

fl. Is obliged to take the B. &c. 




vox. n. 
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ENDS OF GAMES WITH A QUEEN AGAINST A 
FAWN WITHIN ONE SQUARE OF BECOMING 
A QUEEN. . % 

When you -remain with your Queen, and yqur ad- 
versary has only a Pawn within one step of becoming 
a Queen, and which is supported by its~Kiag, you 
/Will not" be able to win~the-ga»>e, utiless your King 
be close to it, and your adversary's Pawn be the 
•King*) Quceu$ s King's Knight's or Queen's Knighfis. 
If it should be one of the Rooks Pawns, or one of 
the Bishops' Pawns, and you* King ba consider- 
ably removed from it, the game will be drawn. 

Method of winning the Game if it be the 

Kings Pawn. 

SITUATION OF THE PIECES. 

m 

IV. The K. at the adversary's K'. Kt. second square. 

The O. at the adversary's Q. R. second square. 
B. The K. at the adversary's Q. second square. 

The K. P. at the adversary's K. second square. 

1. 

IV. TheQ. to her K. B. second square. 
B. The K. to the adversary's Q. square. 

2. 

IV. The Q. to her fourth square, giving check. 
B. The K. to the adversary's Q. B. second square. 
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3. 

IV. The Q. to her K. third square. 

2?. The- K, to tr*e adversary's Q. square. 

W. The Q. to her third square, giving check. 
jB. The K. to the adversary's K. square. 

/F. The K. to the adversary's K. B. third square. 
B. The K. to the adversary's K. B. second 
square. ' ' 

: 6. 

W. The Q. to her second square. 

B. The K. to the adversary's K. B. square. 

W. The Q. to her K. B. fourth square, giving 

check. „\ „ 

B. The K. to the adversary's K. Kt. second 

square. 

' 8. 

fV. The Q. to her K. third square. 

jB. The K. to the adversary's K. B. square. 

■ 

i ■ * 

W. The Q. to her K. B. third square, giving 
check. 

B. The K. to the adversary's K. square. 



• « 



10. 

W. The K. to the adversary's K. fourth square. 
B. The K. to the adversary's Q. second square. 

I* 1 
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4 

3 1. 

IV. The Q. to her K. B. second square. 
B. The K. to the adversary's Q. square. 

12. 

TV. The Q. to her fourth square, giving check. 
B. The K. to the adversary's Q. B. second square. 

33. 

W. The Q. to her K. third square. 

B. TheK. to the adversary's Q. square. 

IV. The Q. to her third square, giving check. 
B. The K. to the adversary's K. square. 

♦ 

35. 

fV. The K. to his fourth square. 

B. The K. to the adversary's K. B. second square. 

16. 

W. The Q. to her K. B. third square, giving 

check, for a) 
J}. The K. at the adversary's K. square. 

37. 

fV. The K. to his Q. third square. 

7?. The K. to the adversary's Q. square. 

38. 

W. The Q. takes the P. and checks. 

B, The K. to the adversary's Q. B. square. 

39. 

IV. The Q. to her B. second square, giving 
check-mate. 
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(Or a) 
16. 

W. The Q. to her second square. 

JB. The K. to the adversary's K. B. square, 

17. 

W. The K. to his B. third square. 
B. The P. becomes a Q. 

18. 

W. The Q. to her K. Kt. second square, giving 
check-mate. 



l 3 
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From this analysis, it is obvious that you win 
the game by compelling your adversary to play 
his King before his Pawn, thus allowing your King 
to advance and assist your Queen ; but when your 
adversary's Pawn is on the Bishops* file, it is im- 
possible to compel your adversary's King to move 
before his Pawn ; and when it is on the Rooks* 

M 

fi'e, it becomes useless to oblige him to play his 
King before his Pawn, as you can not advance 
your King without giving stale-mate. 

SITUATION OF THE PIECES. 

JV. The K. at the adversary's Q. Kt. second 
square. 

The Q. at her B. fourth square. 
B. The K. at the adversary's K. Kt. second 
square. 

The K. Bishops P. at the adversary's K. B. 
second square. 

♦ * 

JV. The Q. to her K. second square. 

B. The K. to the adversary's K. I^t. square. 

- 

JV. The Q. to her K. Kt. fourth square, giving 
check. 

B. The K. to the adversary's K. R. second 
square. 
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3. 

W. The Q. to her K. B. third square. 

B. ThS K. to fhe adversary's K.. Kt. square.* 

4. 

ff. The Q. to her K. Kt. third square, giving 
s - . check. 

Tf it were the Kings, Queens, or Knights' Pawn, 
this move would compel your adversary either to 
play his King before his Pawn, or 4o abandon it. 
K If be played his King before his Pawn, you would 
immediately avail yourself of it to advance your 
King, as has already been shown ; if he abandoned 
his Pawn, and suffered you to take it with your 
Queen, the game would of course soon be ended ; 
but in this situation (being the Bisiiojfs Pawn), he 
may play his King to your King's Rook's square, 
and you can not take his Pawn without stale-, 
mating him ; if, instead of taking his Pawn, you 
play your King, he will immediately push to Queen ; 
and, lastly, if you repeat the cheek, the same 
moves will again occur without your deriving any 
advantage from them. 



L4 
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Suppose it to be the Rook's Pawn ; 

SITUATION OF THE PIECES* 

\ The K. at the adversary's Q. Kt. third square. 
The Q. at the adversary's Q. second square* 
B. The K. at the adversary's K. Kt* second 
square* 

The K. R. P. at the adversary's K. R. second 
square. 

1. 

W. The Q. to her K. Kt, fourth square, giving 
check. 

B. The K. to the adversary's K. R. square. 

2. 

W. The Q. to her K. B. third square, giving check. 
B. The K. to the adversary's K. Kt. square. 

3. 

W. The Q. to her K. Kt. third square, giving 
check. 

B. The K. to the adversary's K. R. square, &c. 



i 

i 
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If you advance your King, your adversaiy will 
be stale-mated, and, as you are unable to check, 
mate him with the Queen alone, the game is of 
course drawn. 
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There are however some few situations, in 
which, having a Queen against a Bishop's Pawn, 
within one square of Queen, you may win the 
game ; ex. : 

SITUATION OF THE PIECES. 

W. The K. at his Q. Kt. fourth square. 

The Q. at her K. second square. 
B. The K. at the adversary's Q. Kt. second 
square. 

The Q. B. P. at the adversary's Q. B. second 
square. 

Suppose the White to playjirst ; 

I- 

W. Tlie Q. to her second square. 

B. The K. to the adversary's Q. Kt. square, (a) 

2. 

W. The K. to his Q. Kt. third square. 
B. The P. becomes a Q. (b) 

W. The Q. to **r second s^e^gividg check- 
• maiev ; J ' ' * ' K,i " : 



"I 
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(Or a) 

W. l. 

B. The K. to the adversary's Q. R. square, . 

2. 

JV. The K. to his Q. Kt. third square. 

jB. The K. to the adversary's Q. Kt. square. 

3. 

W. The Q. takes the P. giving check, &c. 

(Orb) 

W. 2. 

B. The P. pushes to Q. and becomes a Kt. giv- 
ing check. 

3. 

JV. The K. to his Q. R. third square. 

jB. TheKt. to the adversary's Q. third square, to 

prevent check-mate at your Q, Kt. second 

square. 

4. 

TV. The Q. to her B. third square. 
jB. Can not avoid check-mate. 
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You win likewise, supposing the Black to 
move first ; ex. : 

• 

1. 

B. The K. to the adversary's Q. Kt. square, (a) 
W. The. K. to his Q. B. third square. (If you 
were to play your K. to your Q. Kt. third 
square, he would draw the game by making 
a Kt. and checking K. and Q.) 

2. 

B. The P. becomes a Q. and checks, (b) 
JV. The K. to his Q. Kt. third square. 

3. 

> 

2J. Can not avoid check-mate in three moves at 
most. 

» 



> 
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(Or a) 
1. 

B. The K. to the adversary's Q. R. square. 
W. The Q. to her second square. 

2. 

jB. The K. to the adversary's Q. Kt. second 
square. 

The K. to his Q. R. fourth square, 

3. 

J8. The K. to the adversary's Q. R. square. 
/F. The K. to his Q. Kt. third square, &c. 

2. 

• jB. The K. to the adversary's Q. R. square. 
W. The K. takes the P. 

3. 

JB. The K, to the adversary's Q. R. second square. 
IV. The Q. to the adversary's Q. R. third square, 
giving check-mate. 
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Another Situation. 

» 

TV. The K. at his Kt. fourth square. 

The Q. at the adversary's Q. Kt. third squarfe. 
B. The K. at the adversary's Q. square. 

The Q. B. P. at the adversary's Q. B. se- 
cond square. 

I The White, having the move, may win the 
game. 

*i . ... 

j. 

TV. The Q. to her Kt. third square. 

B. The K. to the adversary's Q. second square. 

- 

TV. The Q. to her Kt. second square. 
B. The K. to the adversary's Q. square. 

3. 

C 

J 

/F. The K. to his B. third square. 

B. The K. to the adversary's Q. second squart. 
(If he were to move his Pawn and make a 
Queen, you would immediately check-mate 
him at your K. second square.) 

4. 

TV. The K. to his fourth square. 

B. The K. to the adversary's Q. square. 
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IV. The K. to his Q. third square. 
B. The P. becomes a Q. 

W m The Q. to her K. second square, giving 
check-mate. 
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The following situatibn occurs in Salvio's Trea- 
tise ; if properly played, it is a drawn game ; but if 
the Black play as he directs him to do, he will lose 
the game ; ex. ; 

W. The K. at the adversary's Q. R. second square. 

The Q. at the adversary's Q. second square. 
B. The K. at the adversary's Q. Kt. second 
square. 

The Q. R. P. at the adversary's Q. R. second 
square. 

1. 

W. The Q. to her fourth square, giving check. 
B. The K. to the adversary's Q. Kt. square. 

2. . 

W. The Q. to her K. Kt. square, giving check. 
B. The K. to the adversary's Q. Kt. second 
square. 

3. 

W. The Q. to her K. Kt. second square, giving 
check. 

B. The K. to the adversary's Q. Kt. square. 

4. 

W. The Q. to the adversary's Q. Kt. second 

square, giving check. 
B. The K. to the adversary's Q. R, square, (a) 
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(a ) Salvio directs this move ; it however occa- 
sions the loss of the game. If the Black were to 
play his King to the adversary's Queen's Bishop's 
second square, the game would be drawn* 
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5. 

W. The K. to the adversary's Q. Kt. third square. 
B. The K. to the adversary's Q. Kt. second 
square. 

6. 

W. The K. to the adversary's Q. B. fourth square, 

giving a discovered clveck. 
B> The K. to the adversary's Q. B. second 

square, (b) 

7. 

W. The Q. to her K. Kt. second square, giving 
check. 

B. The K. to the adversary's Q. Kt. square, (c) 

8. 

W* The K. to his Q. Kt. fourth square. 
B. The P. becomes a Q. 

W. The K. to his Q. Kt. third square. 
B. Can not avoid being check-mated in three 
moves at most. 
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^ ff the Bl^ck shouW P Uy, 

IV. 4 • * . i 6i 

B* The K. tp the adversary's Ch R. square* . ' 

• M . , , , K .1 , < \ 

/r. The K. to his Q. Kt. fourth square. 
£. The K. tp the adversary's Q. Kt< second 
square. 

8. % 

/F. The Q. to her K. Kt. second square, giving 

check. / \ - . 

jB. The K. to the adversary's Q. Kt. square. 

o * • 
IV. The K. to his Q. Kt! third square. 
jB. The P. becomes a Q. . 

10. 

IV. The Q. to her K. R. square, giving check- 
mate. 



(Or c) 

IV. 7. 

B. The K. to the adversary's Q* Kt* third square* 

8. 

tV. The Q. to her K. B. third square, giving 
check. 

B. The K. to the adversary's Q. B. second square. 

W. The Q. to her K. second square, giving check. 
B. The K. to the adversary's Q. Kt. third square. 

10. 

fV. The Q. to her third square, giving check. 
B. The K. to the adversary's Q. Kt. second 
square. 

M2 
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11. 

TV. The K. to his Q. Kt. fourth square. 
B. The P. becomes a Q. (Or a) 

12. 

W. The Q. to her second squarfe, giving checks 
JB. .The K. to the adversary's Q. Kt, square. 

13* » • j 
TV. The K. to his Q. Kt. third square, &c/ 



rOr a) : . 

IV 1 1 

5. The K. to the adversary's Q. R. square. 

12. 

^ The Q. to her second square. 

B. The K. to the adversary's Ct. Kt. square. 

13. 

TV. The K. to his a. Kt. third square, &c. 



■ t .0 
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ENDS OF GAMES, 



CONSISTING O* 



PAWNS ONLY. 



1 1 i . 



FIRST SITUATION. 

A King against a King and Pawn. 

B. The K. at his second square* 

The K. P. at its K. third square. 
W. The K. at his fourth square. 

* 

1. 

W. The K. to the adversary's K. fourth square 
jB. The K. to his Q. second square. 

2. 

W. The K. to his fourth square. 
jB. The K. to his Q. third square. 

3. 

W. The K. to his Q. fourth square. 
B. The P. checks. . * ,'?'-] 

- * ♦ 

4. 

IV. The K. to his fourth square. 
B. The K. to his third square. 

M 3 
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5. 

W. The K. to his third square. 
B. TheJC fco jiis^. foitf^ square* 

W. The K. to his Q. third square. 
jB. The p. checks. 

W. The K. to his second square. 
fi. The K. to the adversary 9 * Q. fourth squat 

8. 

The K. tO'hi$'Q. second :squarfe. 
■J5. The P. checks. 

/F. The K. to his square. fTrJ 
U. The K. to the adversary's Q. third s<ju*re. 

10. 

/r. The K. to his Q. square. 
-B. The P. checks. 

/f. The K. to his square. ^ 
if. Is compelJed to abandon the P. ; because, if 

he play his K. to your K. third sqtidtfe, you 

will be stale-mated. 

If your adversary had the first move, it would 
be equally impossible for him to win : if he were to 
play his King to his Queen's third square, you 
should play yours to your Queen's fourth square, 
and your situation would then bfe similar to that 
in which you were at the third move of the above 
analysis. 5 
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(ty If yQW wpi^etQ play to your Queoi> square, 
you would lose .the game } ex.: . -. 
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i 1 . . . ' • i 

JP. The K. to his Q. Square, 
if. The K. to the adversary's Q. third square. 

10. 

W, The K. to his square* 

B. The P. one step. . 

n. 

W. The K. to his B. Second square. 

41. TheK. to the adversary's Q. second square, 



» « 
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SECOND SITUATION. 

B. The K. at the adversary's K, fourth square. 
The K. P. at its K. third square. 

W. The K. at his second square. 

- 

The Black will win, whether he have the first 
move or not ; ex. : 

Suppose the White have the move j 

h 

W. The K. to his square, (or a) (or b)> 
B. The K. to the adversary's K. third square. If 
he were to play his Pawn, instead of his 
King, you ought to play your K. to bis 
secpnd square, aad the g&jne would fee 
drawn. , 

» « ■ 

2. 

W. The K. to his Q. square. 

B. The P. one step. (He would likewise wia if 

he played his K. to your K. B. second 

square.) 

3. 

W. The K. to his square. 

B. The P. one step ; (to the adversary's K. fourth 
square.) 



Digitized by Google 



769 



(Or a) 

1. 

W. The K. to his Q, or K. B. square. 
B. The K. tp the adversary's K. third 

2. 

W. The K. to his square. 

B. The P. to its K. fourth square. 

3. 

W. The K. to his Q. square. 
B. The K. to the adversary's K- B. second 
square, 

4. 

IF. The K. to his Q. second square, 
B f The P. one step, &c. 



( Or b) 
1. 

W. The K. at his Q. second square. 

B- The K. to the adversary's K. B. third square, 

2. 

IV. The K. to his square. 

B. The P. to its K. fourth square. 

W. The K. to his Q. second square. 

B. The P. to the adversary's K. fourth square. 

A. 

W. The K. to his square. 

B< The K. to the adversary's K. third square. 
(If he played the Pawn, yon would draw 
the game.) 
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4. 



IV. The K. to his B. square. 

B. The K. to the adversary's Q. second square. 



5. 



IV. The K, to his B. second square, 
/f • The P. checks ; and. of course will become a 
Queen in two moves* 



r ■ 



- 



. i > $ 



4 . 



* « 



- 
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IV. The K. to his B. square, 

B. The K. to the adversary's Q. second sqwu*. 

6. 

W. The K. to his B. second square, 
B . The ft checks, &c, 



r < 



► r « 1 



1* 
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Suppose ibe Black tot have the J5rsti move ; 1 

* > 



JR. The P. one step. u . i 

The K. to his B. second square, (or a) (orb) 

2. 

J?. The K. to the adversary's Q. third square. 
W. The K. to his B. third square. 

3. 

B* The P. checks. 

W. The K, to his B. second square. 

■ 

4. 

B. The K. to the adversary's Q. second square. 
W. The K. to his B. square. 

5. 

J3. The P. one step, &c. 
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(Or a) 

B ' 1. 

JV. TheK. to his Q. square. 

r . , ... J • . 1 • . • * . * 

1*4 ' ry • I 

5. The K. to the adversary's K. B* third square* 

API The K. to his square. "* . * 

3. 

B. The P. one step. < 

/f. The K. to his B. square. ' ~* 

A 

B. The P. one step, to the adversary's K. third 
square. 

JV. The K. to his square. . v 

2?. The P. one step. 

JV. The K. to his Q. second square. 

6i - - . » 

B. The K. to the adversary's K. B. second $quare, 
&c. 



. (Orb) 

k. \. 

IV. The K. to his square. - 

2'. 

B. The K. to the adversary's K. third square. 
JV. The K. to his B. square. 

3. 

B. The K. to the adversary's Q. second square. 
JV \ The K. to his B. second square. 

4. 

B. The P. one step, &c„ 



in 



THIRD SITUATION. 

B. The K. at the adversary's K. fourth square. 
The K. P. at its K. fourth square* 
The K. at his second square* 

The winning or drawing of this game depends 
on the first move ; if the Whkt play first, th« 
JJlack will win ; ex. : 



1. 



W. The K. to his B. second square. 

B* The K. to the adversary's Q. third square* 



2. 



i * 



W. The K. to his square. 

B* The K. to the adversary's K. third square. 

3. 

W. The K. to his B. square. 

B. The K. to the adversary's Q. second square. 

W. The K. to his B. second square* 
B. The P* one step. ike. 



X 4 



I 
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But if the Black play first, the White will draw 
the game ; ex. : 



B. The K. to the adversary's K. B. fourth square. 
IV. The K. to his B. second square. 



r 



* «» 



2. 



1 . . 



B. The P. one step. 
W. The K. to his second square* 

3. 

J5. The P. one step. 
JV. The K. to his square. 

4. 

B. The K. to the adversary's K. B. third square. 
W. The K. to his B. square. 

5 

B. The P. checks. 

W. The K. to his square* &c. 
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FOURTH SITUATION 

* • 

■ 

JB, The K. at the adversary's K. fourth square. 

The K. P. at its own square. 
W. The K. at his second square. 

B » 

The Black will win> whether he have the first 
move or not : 

* 

Suppose the Whitb to move ; 

♦ 

W. The K. to his square. 
B. The P. one step. 

W. The K. to his second square. 
B. The P. one step, 

3 * ' 

TV. The K. to his square. 

B. The K. to the adversary's K. third square. 

W. The K. to his Q. square. 

B. The K. to the adversary's K. B. second square* 

5. 

W. The K. to his Q. second square. 
B. The P. one step, &c. 
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Suppose the Black to move ; 

B. The P* two steps. 
IV. The K. to his square* 

2. 

B. The K. to the adversary's K. third square. 
IV. The K. to his Q. square, 

3. 

B. The K, to the adversary's K. B. second 

9 

square. 

IV. The K. to his Q. second square, 

4. 

B. The P. one step, &c. 



vol, if. k 
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FIFTH SITUATION. 

B. The K. at the adversary's K. Kt. fourth 
square. 

The K. Kt. P. at its K. Kt. third square. 
IV. The K. at his Kt. second square. 

■ 

This situation is inserted to teach the amateur 
the method of pushing the Knight's Pawn to 
Queen ; for if he were to play this Pawn in the 
same manner as he would the King's, Queen's, or 
Bishops', he would stale-mate his adversary. 

■ * 
1. 

W. The K. to his R. second square. 

B. The K. to the adversary's K. B. third square. 

2. 

W. The K. to his R. square. 

B. The P. one 6tep. 

» 

3. 

> 

fP. The K. to his Kt. square. 
JB. The P. one step. 

4. 

TV. The K. to his R. second square. 
B. The K. to the adversary's K. B. second 
square. 

* ■ 
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tV. The K. to his R. square. 

B* If it were the King's, Qufcfcn's, or Bishops* 
Pawn, he might play it orie step, which 
would compel ydu to remove, and he would 
make a Queen in two moves ; but beirtg 
the Knight's Pawn, if he play it, you will 
be stale-mated; he must therefore play; 
The K. to the adversary's K< Kt. third square. 

6. 

IV. The K. to his Kt. square. 

B. The K. to the adversary's K. R. third square. 

7. 

IV. The K. to his R. square. 
B. The P. one step. 

8. 

W. The K. to his Kt. square. 
2?. The P. one step. 

» ► 

Wk The K* to his 6. second square. 
B. The K. to the adversary's K. R. second 
square, &c< 

♦ 

- 

■ 

4 



N 2 
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SIXTH SITUATION. 

B. The K. at the adversary's K. fourth square* 

The K. P. at its K, third square* 
W. The K. at his square. 

■ 

*> 

The Black will win ; ex. : 

\ 

Suppose the White to play Jim ; 

- 

1. 

W. The K. to his second square. 
B. The P. one step. 

IV. The K. to his B. second square. 

B. The K. to the adversary's Q. third square. 

3. . , 

TV. The K. to his square. 
B. The P. one step. 

4. 

IV. The K. to his B. second square. 
B. The P. checks. 

5. 

IV. The K. to his B. square. 
B. The K. to the adversary's Q. second square, 
&c. 

t 
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Suppose the Black, to have the first move ; 

1. 

B. The K. to thf adversary's K. third square. 
IV. The K. to his B. square. 

2. 

B. The P. one step. 

W. The K. to his square. f 

* % 

3. 

B. The P. one step. 

W. The K. to his B. square. 

4. 

B. The K. to the adversary's Q. second square, 
&c. 



K 3 
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SEVENTH SITUATION. 

■ 

- 

B. The K. at his third square. 

The K. P. at its own square. 
TV. The K. at his fourth square. 

In this situation, if the Blapk have the rnpve, 
the White will draw the game ; but if the White 
have the move, he will lose the came; ex. : 

1. 

TV. The K. to his Q. fourth square. 
J5. The K. to his B. fourth square. 

TV. The K. to the adversary's Q. fourth square. 
(ora) 

B. The P* two steps. 

3. 

TV. The K. to his Q. B. fourth square. 
B. The P. one step. 

4. 

" IV. The K. to his Q. fourth square, 
if. The K. to the adversary's K. B. fourth square. 

5. 

TV. The K. to his Q.B. third square. 
JB. The P. one step. 

6. 

TV. The K. to his Q. third square. 
£. The K. to the adversary's K. B. third square, 
&c. 

4 
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. ' . (Or a) 
1. 

TV. The K. to his third square. 

1 ■ 

B. The K. to his fourth square, 

3. > 
IV. The K. to his Q. third square. 
B. The K. to the adversary's K. B. fourth square, 

4. 

W. The K. to his Q. fourth square, (orb) 
B. The P. two steps, giving check. 



5. 



IV. The K. to his Q. third square. 

B. The K. to the adversary's K. B. third square. 



(Or I) 
4. 

W. The K. to his second square. 

B. The K. to the adversary's K. fourth squat*. 

5. 

IV. The K. to his B. second square. 

B. The K. to the adversary's Q. third square. 

0. 

W. The K. to his square. 
B. The P. two steps. 

W. The K. to his Q. square. 
B. The P. one step. 

8. 

IV The K. to his square. 

B. The K. to the adversary's K. third square. 4 

9- 

IV. The K. to his Q. square. 

B. The K. to the adversary's K. B. second square, ice, 

N 4 
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6. 

W. The K. to hirf Q. second square. 
B+ The P. one step. 

■ 7. 

W. The K. to his square. 

B. The K. to the adversary's K. third square. 

W. The K. to his B. square. 
B. The K. to the adversary's Q. second square, 
&c. 



* * 



v 



i 
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EIGHTH SITUATION. 

-0. The K. at his third square. 

The K. P. at its square. 
W. The K, at his third square^ 

If the White have the move, he will draw the 
game by playing the King to his fourth square, Jfcc. 
But if the Black haye the niove, he will win the 
game, by playing the King to his fourth square, 
and then to the adversary's Queen's fourth square, 
or to the adversary's King's Bishop's fourth square*, 
according to the White's second moye. 
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NINTH SITUATION. 

B. The K. at his third square. 

The K. P. at its square. 
W* The K. at his second square. 



Black wns,. whether he play first or not. 

9 

Suppose the, White to p(cy first; ^ 

* 

W. The K. to his third square, (or a) 
2?. The K. to his fourth square. 



2. * 

fV. The K. to his B. third square. 

B. The K. to the adversary's Q. fourth square. 

9. 

IV. The K. to his second square* (or a) 

B. The K. to the adversary's K. fourth square. 

4. 

fK The K. to his B. second square. 

B. The K. to the adversary's Q. third square, ice, 
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(Or a) 

1. 

IF. The K. to his Q. third square. 
J3. The K. to his Q. fourth square. 

a. 

W. The K. to his third square. 
B. The K. to his fourth square, 

3. 

IF. The K. to his Q. third square. 

B. The K. to the adversary's K. B. fourth square, 

W. The I£. to his second square. 

B. The K. to the adversary's K. fourth square. 

5. 

W. The K. to his Q. second square. 
B. The P. one step. (If he played it two steps, it 
would be a drawn game.) 

6. 

IF. Thp K. to his second square. 
The P. one step. 

7. 

TV. The K. to his ..B* second square. 
B. The K. to the adversary's Q. third square, 
&c. 

i 

(Or a) 
3. 

}F. The K. to hisB. fourth square. 
B. The P. two steps, giving cheek. 

4. 

W. The K. to his B. third square. 

B. The K. to the adversary's Q. third square. 
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5. 



IV. The K, to his B. second square. 
i£- The P. one step. 

IF. The to his B. square. 
jR, The P. one step- 

7; 

W*. The K. to his square. 
JJ; The P* one step, &c. 



■ 



■ 
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Suppose llm Black to Jiave the move ; 



I. 

B. The K* to his fourth square. 
(V. The K. to his third square* 

2* 

R. The P. one step* 

W. The K. to his Q. third square* 

3. 

B. The K. to the adversary's K. B* fourth sqtiane* 
If. The K* to his second square. 

- 

B. The K* to the adversary's K. fourth square* 
(If he played the P. it would be a drawn 
game.) 

fK The K. to his B. second square* 

5* 

B. The K. to the adversary's Q. third square, Sac. 
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TENTH SITUATION. 

B. The K. at his third square. 

The K. P. at its 6quare, 
IK The K» at his square. 



The Black wins ; it Is immaterial who has the 
move. 



• 
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ELEVENTH SITUATION. 

J9. The K. at his square. 

The K. P. at its square. 
W. The K. at his square. 

The event of this situation depends on the move : 
if the Black playjirst, the White will lose. 

1. 

B. The K. to his B. second square. 
W. iThe K. to his second square. 

2. 

B* The K. to his third square* 

W. The K. to his third square, (or a) 

8* 

B. The K. to his fourth square. 
fV. The K> to his Q. third square. 

4. ^ 
B. The K. to the adversary's K. B. fourth Square* 
fV TheK. to his second square. 

5. 

B. The K. to the adversary's K. fourth square. 
IV. The K. to his square. 

6. 

B. The K. to the adversary's K. third square. 
JV. The K. to his B. square. 

5 

t 
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(Ore) 

• • • • « 2* 

/r. The K. to his B. third square. 

3. 

B. The K. to his fi. fourth square. 
PP. The Ki to his second square 

jB. The K. to the adversary's IL fourth square 
/^T. The K. to his square* 

B. The P. (me step. 

.V. The K. to his second square. 

6 

B. The P. on* step, 
W. The K. to his square. 

7. 

B. The K. to the advefsar/s K. third square. 
W. The K* to his Q. sqfcate. 

The K^lo the adversary's K. s&ond 
square, &c. 
▼0L« xi. • 
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r. 

B* The P. two steps. 
W. The K. to his square. 

8. 

B. The P. one step. 

W. The K. to his B. square. 

9- 

B. The K. to the adversary's Q. second square, 



\ v 



• ... - < 
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fcut if the iVhite play Jirst> the game will be 
drawn ; ex. t 

♦ » 

1 * 

IP. The K. to his second square. 
B. The K. to his B. second square* 

2. 

tV. The K. to his third square. 
B. The K. to his third square* 

... 3. 
W, The K. to his fourth square. 
& The K. to his Q. third square* 

4. 

fP. The to his Q. fourth square. 
B. The P* one step. 

IV. The K. to his fourth square. 
B. The P. one step. 

< 

6. 

IV. The K. to his third square. 

B. The K» to his Q. fourth square. 

7. 

/P. The K. to his Q. third square. 
B. The P. one step, giving check. 

8. 

W. The K. to his third square, &c. 

o2 
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When the Pawn is within thre* squares 
Queen, and its King is in front of it, the Pawn 
will make a Queen, whether the Black or the 
White have the move. 

, $ » * » . ■ • * * « ■ j jk 

m 

I 

TWELFTH SITUATION. 

B. The K. at theadv&ibty'ift fc. B. third square. 

The K. P. at the adversary's K. fourth square* 
IV. The K. at his 



If it be to the White to play, the Black must push 
the Pawn, and if the white play to his Queen's 
or Bishop's square, the Pawn may again 1>e pusHect, 
as it does not check; but if- the White play to 
his Queen's second squdfe, the Black must play 
differently, else thfe game Will be dritom * ie*. : 



- 



h 

W. The K. to his Q. second square. - 
B. The P. checks. » < , .« v • ;• 

. i 

TheK. to his Q. gjuare. > » r 
J8. If the B. play the P. giving cl?e^ the & 
will mov.e to ^iis square, and draw the 
game : instead of playing the P~ the Black 
must play Tiis X. to the adversary's fc. fe. 
second square, &c. 
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In the above situation, if the Black have the 
move, he must play his King to the adversary's 
King's third square, &c. 

If the White King, instead of being at his 
square, were at his Bishop's square, and it were 
the IV kite's move, the Black ought to play his 
King ; for if he played his Pawn, the game would- 
be drawn : but if the Black have the move, he 
must play his Pawn, 

If the White King be at his Queen's square, th6 
s;ame must be played exactly as if he were at his 
Bishop's square. 

Lastly, it is an invariable rule, that, when the 
Pawn does not check when it is played to its 
seventh square, it will go to Queen ; but if it check, 
the game will be drawn ; therefore the player who 
has the Pawn, must calculate attentively, and play 
it with great caution, else his adversary will fre* 
quently be enabled to dratv the erame. 



1Q8 



Situations similar to the following, frequently 
occur at the end of a game, 

- 

B. The K. at his Q. Rook's, Q. Knight's, or Q, 
Bishop's square. 
The K. R. P. at its K. R. third square, 
TV. The K. at the adversary's Q. B. third square. 

The player of the White is sometimes in doubt 
whether he can prevent the adversary's Pawn from 
becoming a Queen, and he finds himself obliged to 
calculate all the moves on both sides. A much 
shorter, as well as a more scientific, method, is to 
examine whether t/ie King be in the quadrangle 
formed by the Pawn and that square wftere it wilt 
become a Queen. If the King be in the quadrangle, 
he will overtake the Pawn, though the latter should 
play first ; therefore, in the above situation, though 
the Pawn have the first move, the King will stop 
its progress. 

Though the King be one move beyond the 
quadrangle ; if he have thejirst move, he may stop 
the Pawn ; suppose, for example, he be at the 
adversary's Q. Kt. third square, if he move first, 
he will of course play in the quadrangle, and 
consequently stop the Pawn. It must be observed, 
that, if the Pawn have not moved, the King should 
have the first move, else the Pawn will get tq 
Queen, on account of its moving two steps at first. 
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ENDS OF GAMES ' 

WITH PAWNS ON both Sides. 

» i 

FIRST SITUATION. 

B. The K. at the adversary's K. B. fourth square. 
The K. Kt. P. at the adversary's K. Kt. fourth 
square. 

• The K. R. P. at the adversary's K. R. fourth 

square. 

JK The K. at h\s B., Kt., or R. square. 
The K. R. P. at its own square. 

• ■ * # 

In this situation, though the Black have the 
move, the White will draw the game; for if the 
Black, after having played his King to the adver- 
sary's King's Bishop's third square, should push 
his King's Knight's Pawn one step, the White 
(having his King at his Knight's square) may 
draw the game in three different ways; 1st, by 
playing his King to his Rook's square ; 2dly, by 
taking the Knight's Pawn with his Pawn ; and 3dly, 
by playing his Pawn one step. But when the Black 
has his King at the adversary's King's Bishop's 
third square, and his King's Knight's Pawn at thq 
adversary's King's Knight's third square (en prise 
of the White Rook's Pawn) ; if the White have his 
King at his Bishop's or Hook's square, he must 
carefully avoid taking the Knight's Pawn, but he 
must either play his King to his Knight's square, 
pr push his Pawn one step. ' -i * v .% 

o 4 
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But in the following situation, though so nearly 
similar to the last, theeveflt of the game depends 
on the first move. 

• 

5. The K, at his B. fourth square. 

The K. Kt. P. at its K. Kt. fourth square. 
The K. R. P, at its K. R. fourth square. 

W. The K. at his Kt. third square. 

The K. ft- P. at its K. R. third square. 

, If the Black play first he will win the game j 
but if the White have the move, he will draw the 
game. The difference between the event of this 
situation, and the result of the last, arises from 
the White Pawn's being moved, for if it were 
at its square, the game would be drawn, as the 
King could not be removed from his Rook's 
square ; but the Pawn's being moved, though only 
one step) deprives his King of that safe retreat, and 
occasions the loss of the game. 

That scientific player Carrira has unaccountably 
fallen into error, by asserting in unqualified terms, 
that, " The Rook V Pawn draws the game against 
the Knight's and Rook's fawns** That his asser- 
tion is erroneous, the following demonstration 
will incontestably evince. 

» 

1. 

jB. TheK. to the adversary's K. fourth square. 
W. The K. It P. one step, (or a) (or 3) (or c) 

5 

v 

J 
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(Ota.) 

» 

J3* • • • ^ * * 1 • 

/f. The K. to his R. second square. 

a. 

£. The K. to the adversary's K. B. third square. 
JV. The R. P. one step. 

3. 

B. The Kt. P. one step. 
W. The K. to his Kt. square. 

4. 

B. The K. to the adversary's K. Kt. third square, 



(tJra) 

B. l. 

IV. The K. to his Kt. second square. 

a. 

B- The K. R. P. one step. 

W. The K. to his B. second square. 

B. The K. to the adversary's K. B. fourth square. 
W. The K. to his Kt. second square. 

B. The K. to the adversary's K. third square* 
W. The K. to his R. square. 

J5. The K. to the adversary's K, B. third square. 
Jf\ TheK. to his R. second square. 

6. 

fi* The K. to the adversary's K. B. second square, 
and then to the adversary's K. Kt. third 
square, $cc. 
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B. The K. Kt. P. one step.. 

H\ If the White play his K. to his /?. second 
square, the Black will plefy his K* to the 
adversary's K. B. third square, and then 
to the -adversary's K. Kt. third square, 
Sec. If the White, instead of playing to 
his R. second square, play his K. to his 
Kt. second square^ the Black will play his 
K. to the adversary's K. B. fourth square, 
after which, if the White retreat to his R. 
second square, the Black will move his K. to 
the adversary's K. B. third square, and then 
to the adversary's K, Kt. third square, &c. 
and if, in lieu of retreating to his R. second 
square, the White play his K. to his B. 
second square, the Black will check with 
Ins Kt. P. and theft ptoy his K. to the a&- 
versary's K. Kt. fourth square. Therefore 
the best move the White can play is* 
The K. tp his p. secopd square, 

B* The K. to the adversary's Q. third square. 
(And not to the adversary's K. B. fourth. 
^ square, as Carrfira rujs directed.) 
IV The K. to his B. square., (or a) 

4 

7?. The K. to the adversary's K. third square. 
//". The K. to h\a KU second sqgarQ, 



- 
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fOrc) 

B 1. • " 

fV. The K. to his B. second square, 

B. The K. to the adversary's K. B. fourth squat*. 
IV. The K. to his Kt. second square, (or b) 

3. 

B. The K. to the adversary's K. third square. 
fV. The K ? to his Kt. third square. 

4. 

B. The K. to the adversary's K. second square. , 
JV. The R. P. one step, (or c) 

■ 

B 2 

^ The £. P. one step. 

a- 

The K, Kt. P. one step. 
Jf! TbeK. to his Kt. second square. 

4. 

B- The K. to the adversary's K. fourth square. 
IF. The K. to his Kt. third square, 

The K. to the adversary's K. third square. 
jr. The K. to his Kt. second square. 

0. 

B. The K. to the adversary's K. B. fourth square, &c* 

■ 

i?. 4. 

W. The K. to his Kt. second square, 

B- The K. R. P. one step. 
n /r: The K. to bis JCt. square. 

The K. to the adversary's JC. B. third square. 
(V. The K. to his R. second square. 

7. 

The K. to the adversary's K. B. second square, and then t» 
F iie adversary's K. Kt. \h\r \ square, ice. 
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. 

Mi The K. to the adversary's K> B, fourth 
square. 

W. The K. to his B. second square. 

* ■ 




A TheKl. P. checks. 

W. The K. to his Kt. second square. 

< 

7. 

B. The K. to the adversary's K. Kt. fourth 
square, &c. 
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.5. 

B. The K. Kt. P. one step. 

The K. to his Kt second sqdare. 

ft 

jB. The K. to the advefsarfs K. thind square 
IF. The K. to his Kt. third square. 

' - * ■ 

B. The K.to the adversary's K. fourth square*/ 
IV. The K. to his second square. 

8. 

J5. The K. to the adversary 5 * Q. third squaae. 
fV. The K. to his B. square, 

Z?. The K. to the adversary** third square* 
JT. Hie K. to his Kt. second square. \ 

10. 

J5. The K. to the adversary's K. IB. fourth square. 

fV. The K. to his B. second square; 

« * .» • * . 

fi. The K. Kt. P. checks, atrti ¥hetf th^ K. *no**e 
to the adversary's K. K*. fourth square, ice. 

(Or a) \ ' 

5 3. : ; 1 

JF. The K. to his Kt. square. 

4. • ./ r 

B. The K. to the adversary's K. third square. 
fV. The K. to his Kt. second square. 

5. 

B. The K. to the adversary's K. B. fourth square. 
iV. The K. to his R. second square. 

6. 

£. The K. to the advers&ryVK* B. third square, 
and then to the adversary's JfC. Kt. third 
square, 8cc. 
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!$y this analysis* it is evident that the Blacky 
having the move, wilt win the game : the following 
demonstration proves, that, if the JVhxte have tfie 
.first jmove, the game mil be drawn*. , 

A • * 

IK The K. to his B. thitd square. 

B. The K. R. P. one square, (of D) 

■ 

IV. TheKu to hi? third square. .• < 

B. The K. to his fourth square. 

3. 

W. The K. to his B. third square. 
B. The K. to his own third square, or to his B. 
third square* 

IF. The K. to his Kt. fourth square. 

UV The K. to hh B. third square, or to his Kt. 

third square* 1 , 

5. 

W. The K. to his B. third square. 
J3. The K. to his B. fourth square*. 

. . . 

/F. The K. to his third square (as at the second 
move)* 

B. Hie K. Kt. P. one step. ' ~ - 1 

t f ' * / • * " 

/r. The R. P. takes it, giving check, and then the 
K. plays to his B. second square, to his Kt. 
square,* and lastly, to his R. square, whence 
the Blade will be unable to drive him. 
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¥ ' • • » * " 

I 71 1 '• .Hi* • . r — 

(OrD) 



* T 
/f ^ 1 

i?; The K. to his third square, or to lfTs JB. **# 
square. 

fF. Must carefblly retrograde on the same Hiw a* 

* ' the Black King -.' suppose the Blade King 

to be at his J?, third square, th£ White 
must play his K. to his B. second square, 
B. The K. to his B. second square, 

3, 

W. The K. to his B. square. 
B. The K. to his B. square* 

IV. The K. to his B. second square. 
B. The K. to his second square. 

IV. The K. to his third square*. 
B. The K. to his B. third square. . 

6. 

IV. The K. to his B. second square, observing 
carefully to play on the same line as the 
Black King, and within one, three, orj£ve 9 
squares from him, &c. 

If the Black, at the first move (of this back- 
game D), should play his King to his third square, 
the White ought to play his King to his second 
square, and then if the Black play the King to his 
fourth square, the White must play the King to his 
third square, &c. If instead of playing his King 
to his fourth square (at the second move) the Black 
were to play his King to his Queen *s third square, 
the White may play his King to his Queen's se- 
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cond square. If then the Black play his King to 
his Queen's Bishop's third square the White may 
move his King to his Queen's Bishop's second 
square; for though the Black should play the 
King's Knight's Pawn one step, the game will still 
be drawn whether the Black take the White Pawn 
or not : in the latter case, both players will have 
a Queen : in the former, the King will overtake 
the Pawn. 



» 

« 
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THIRD SITUATION. 

£. The K. at the adversary's K. fourth square. 
TheK. Kt.P.at the adversary's K. Kt. fourth 
square. 

The K. R. P. at the adversary's K. R. fourth 
square. 

W. The K. at his second square. 
The K. R. P. at its square. 

This is a drawn game. If the player of the 
White have the move, it is obvious, that, by re- 
tiring his King to his Rook's square, he will very 
easily draw the game : and if the player of the 
Black have the first move, the White will likewise 
draw the game ; ex. : 

* 

1. 

B. The Kt. P. one step. 
W. The R. P. one step, (a) (b) 

2. 

B. The K. to the adversary's K. B. fourth square. 
W. The K. to his B. square. 

3. 

B. The K. to the adversary's K. B. third square. 
W. The K- to his Kt. square. 
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(a) If the White were to take the Kt. P. he 
would lose the game ; ex. : 

B !. 

IV. The P. takes the Kt. P. 

2. 

B. The R. P. takes it. 

W. The K. to his B. square, (or *) 

3. 

B. The K. to the adversary's K. B. third square. 
W. The K. to his Kt. square. . 

4. 

B. The P. to the adversary's K. Kt. second 
square. 

JV. The K. to his R. second square^ 

5. 

B. The K. to the adversary's K. B. second 
square, &c. 



(b) The White may equally draw the game by 
playing the following move* : 

1. 

B. The Kt. P. one step. 

IV. The K. to his B. square. If the Black take 



(Or*) 

B. . 2. 

W. The K. to his square. 

3. 

B. The K. to the adversary's JL third square. 
W. The K. to his B. square. 

4. 

£. The K. to the adversary's K. B. third square, and then the 
P. one step, ire* 

* a 
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4. 

B. The Kt. P. one step. 

JV. The K. to his R. second square. 

The Black is obliged to abandon his Knight's 
Pawn, as he can not support it without stale- 
mating his adversary. 



.♦It 



• • - . • ..... ... » « 
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the P. the White will move his K. to his 
Kt. second square, and of course will easily 
draw the game ; and if the Black, instead 
of taking the Pawn should play, 

B. The K. to the adversary's K. B. third square. 
W. The K. to his Kt. square, or the P. one step, 
&c. 
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FOURTH SITUATION. 



B. The K. at his B. second square. 

The K. Kt. P. at its square. 

The K. R. P. at its square. 
JV. The K. at his B. fourth square. 

The K. R. P. at his sqdare. 

. ■ ■• 

- * ' - ... 

White to move ; Black must win ; ex. : 



1. 

JV. The K. to the adversary's K. B. fourth square. 
B. The R, P. one step. 

2. 

fV. The K. to his B. fourth square. 
B. The K. to his B. third square. 

• - * v 3 • *• 

TV. TheK. to his Kt. fourth square. 
B. The K. to his Kt. third square. 

W. The K. to his R. fourth square. 
B. The R. P. to its fourth square. 

5. * 
JV. The K. to his R. third square. 
B. The K. to his Kt. fourth square. 

6. ... 

JV. The K. to his Kt. third square. 
B. The R. P. checks. 

v 4 
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4 

7* 

W. The K. to his R. third square, 
B. The K. . to his R. fourth square. 

8. 

W. The K. to his Kt. second square. 

B. The K. to the adversary's K. Kt. fourth square . 

W. The K. to his Kt* square, (or a) 

B. The K. to the adversary's K. R. third square. 

10. 

W. The K. to his R. square. 
B. The Kt. P. two steps. (It must be particularly 
• observed, that, if the White K. should be 

at his Kt. square, the P. must be played only 

one step.) 

11. 

JV. The K. to his Kt. square. . . 

B. The Kt. P. to the adversary's K. Kt. fourth 
square. 

W* The K. to his R. square. 
jB, The Kt. P. to the adversary's K. Kt. third 
square. 

IS. 

W. The P. takes it. 

B. The R. P. takes the P. 

14. 

W. The K. to his Kt. square. 
B. The P. to the adversary's K. Kt. second 
square, &c. 
4 
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(Ora) 

IV. The P. checks. 

B. The K. to the adversary's K. B. fourth square. 

10. 

W. The K. to his B. second square. 

JB. The Kt. P. one step (to gain the move), 

11. 

W. The K to his Kt. second square. 

B. The K. to the adversary's K. third square. 

12. 

W. The K. to his Kt. square. 

B. The K. to the adversary's K. B. third square. 

13. 

W. The K. to his R. second square. 
B. The K. to the adversary's K. B. second 
square. 

14. 

JV. The K. to his R. square. 
B. The K. to the adversary's K. Kt. third square, 
&c. 
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FIFTH SITUATION. 

i 

B. The K. at the adversary's K. fourth square. 
The K. Kt. P. at the adversary's K. Kt. 

fourth square. 
The K. R. P. at the adversary's K. R. fourth 
square. 

W. The K. at his second square. 
The K. Kt. P. at its square. 



Black to move; nevertheless White drawi the 

■ 

game; ex.: ...... - \ 

1. . 

B. The K. Kt. P. one step, (or a) (or b) (or c) 
IV. The K. to his B, square, 

2. 

B. The K. to the adversary's K. B. fourth 
square. 

IV. The K. to his Kt. square. 

3. 

jB. The K. to the adversary's K. Kt. fourth 
square. 

W. The K. to his R. square. 

4. 

B. The R. P. one step. 

W. Must cautiously avoid taking it; instead of 
which, he must play his King to his Knight'jf 
square, and the game is unquestionably 
drawn. 
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(Or a) 
I. 

Bi The R. P. one step. 
IV. The Kt. P. takes it. 

2. 

If the Black take with liis P. the White will 
capture it in two moves : and, if he should 
play his 

B. Kt. P. to the adversary's K. Kt. third square* 
W. The P. to its K. R. fourth square. 

3. 

B. The K. to the adversary's K. B. fourth square. 
JV. The P. to the adversary's K. R. fourth square. 

'4. 

The Black is now compelled to play his King 
to his Knight's fourth square, and the 
White, moving his King to his Bishop's 
third square, obviously draws the game; 
each King capturing his adversary's Pawn. 



(Orb) 

B. The K. to the adversary's K. B. fourth square. 
JV. The K. to his B. second square. 
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JB. The Kt. P. checks. 

W. The K. to his B. square. 

3. 

B. The K. to the adversary's K. third square. 
W. The K. to his Kt. : square. 

B. The K. to the adversary'6 K. second square. 

W. The K. to his R. square. . ; ; v ; * 

5. 

JS. The R. P. one stqp. 

Must not take it, but he must piny his K. to 
his Kt. square. 

6. 

£. The K. to the adversary's K. third square, 
/r. The Kt. P. takes the R. P. 

5. The K. to the adversary's K. B. third square. 
W. The P. one step, &c. the drawn game is 
evident. 0 i'\! 



(Or c) 

* 

1. 

B* The K. to his B. fourth square. 
W. The K! to his B. second square. 

2. 

B. The K. to the adversary's K. B. fourth 
• square. 

W. The P. to its K, Kt. third square, giving check. 
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3. 

- 

B. The R. P. takes and checks. 
W. The K. to his Kt. square. 

4. - 

B. The K. to his B. fourth square. . . 

IV. The K. takes the P. 

... 

5. 

B. The K. to his Kt. fourth square. 
W. The K. to his Kt. second square. 

6. 

B. The K. to the adversary's K. B. fourt 
fV. The K. to his B. second square, &c. 



• ■ 



■ * 
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SIXTH SITUATION. 

2?. The K. at his R. fourth square. 

The K. R. P. at the adversary's K. R. fourth 
square. 

The K. Kt. P. at the adversary's K. Kt. third 

square. 
The Q. B,. P. at its square. 
The Q. Kt. P, at its square. 
The Q. R. P. at it* square. 
IP. The K. at his Kt. square. 

The Q. B. P. at the adversary's Q. B. fourth 
square. 

The Q. Kt. P. at the adversary's Q. Kt. fourth 
square. 

The Q. R. P. at the adversary's Q. R. fourth 
square. 

The player of the White wins by a scientific 
move. 

TV. The Q. Kt. P. to the adversary's Q. Kt. third 

square. 

B. The Q. B. P. takes it. (or a) 

3. 

W. The Q. R. P. one step. 
B. The Q. Kt. P. takes it. . 
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4 » » 



jr. i. 

J?. The Q. R. P. takes the Q. Kt. P. 

2. 

TV. The Q. B. P. to the adversary's Q. B. third 
square. 

B. The Q. Kt. P. takes it. 

3. 

TV. The Q. R. P. to the adversary's Q. R. third 
square. 

B. The K. to the adversary's K. Kt. fourth 
square. 

4. 

IV. The P. to the adversary's Q. R. second square. 
B. The K. to the adversary's K. B. third square. 

5. 

IV. The P. becomes a Q. 

B. The K. R. P. to the adversary's K. R. third 
square. 

6. 

W. The Q. takes the P. which is at the adversary's 
Q. B. third square, gives check, and easily 
wins the game. 
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3. 



W. The Q. B. P. to the adversary's Q. B. third 
square. 

5. The K. to the adversary's K. Kt. fourth 
square. ' 

4. 

W. The P. to the adversary's Q. B. second square. 
jB. The K. to the adversary's K. B. third square. 

- 

5. 

fP. The P. becomes a Q. and wins the game with 
facility. 
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SEVENTH SITUATION. 



2J. The K. at the adversary's K. fourth square. • 
The K. B. P. at the adversary^ K. B. third 
square. 

The K. Kt. P. at the adversary's K. Kt. fourth 

*'>" ^square. . • - . * * J 
IV. The K. at his B. second square. 
The K. Kt. P. .at its third square. 

Lolli and Cozfo, two celebrated Italian writers 

4 

on Chess, call this a- drawn game, whether the 
Black; Or .the White pjay first : it may however be 
easily won by the Black, by sacrificing his K. IB. 



« • 



Suppose the White to move first ; 

, f ■ 

The K, to his B. square. 
B. The K. to the adversary's K. third square. 

/f. The K. to his square. 
B. The B. P. checks. 

* x ■ 

3. ...*»« 
JF. The K. to his B. square. - > , 

J5. The K. to the adversary's Q. second square. , 
vol. n. a 
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* 

W. The K. takes the B. P. 

B. The K. to the adversary's Q. third square. 

W. The K. to his B. square. 

J3. The K.^o the adversary's K. third square. 

6. 

TV, The K. to his Kt. second Square. 

jB. The K. to the adversary s K. second square. 



7. 

W. The K. 16 his R. square. 

J5. The K. to the adversary's K. B. third square. 

8. ' 

W. The K. to his R. second square. 

B. The K. to the adversary's K. B. second squire. 

« 

W. The K. to his R. square. 
B. The K. takes the P. 

10. 

W. The K. to his Kt. square. 

jB. The K. to the adversary's K. R. third square. 

11. 

W. The K. to his R. square. 

jB. The P. to the adversary's K. Kt. third square. 

W. The K. to his Kt. square. 
B. The P. one step ; and it will of course become 
a Q. in two moves. 
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« 

Suppose the Black to have the move ; 

1. 

B. The K. to the adversary's Q. third square. 
W. The K. to his B. square. 

2. 

B. The B. P. to the adversary's K. B. second 

square. 
W. The K. takes it. 

3. 

B. The K. to the adversary's Q. second square. 
W* The K. to his B. square. 

4. 

B. The K. to the adversary's K. third square. 
W. The K. to his Kt. second square. 

5. - 
6. The K. to the adversary's K. second square. 
W. The K. to his Kt. square. 

6. 

B. The K. to the adversary's K. B. third square. 
fV. The K. to his R. second square. 

7. 

B. The K. to the adversary's K. B. second square 3 
&c. 



« 1 
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SOLUTIONS 

OP THB 

SEVENTY-FIVE SITUATIONS, 

INSERTED IN VOL. I. 
pa ox 211 st sia. 



SOLUTION 

> 

OF 

■ 

THE FIRST SITUATION. 

J 

- » 

1. 

W. The K. R. takes the K. R. P. and gives check. 
B. The K. takes the K. R. 

2., 

W. The K. R. P. -gives check. 
B. The K. to his R. square. 

3. 

• * * 

W. The Q. R. to its K. R. square, giving check. 
B. The K. B. interposes at its R. third square. 

4. 

IV. The Q. R. takes the K. B. and gives check. 
B. The K. to his Kt. second square. 

W. The Q. R. to the adversary's K. R. second 

square, giving check. 
B. The K. to his B. square, (a) 

6. 

W. The Q. B. being moved to the adversary's K. 
R. third square, gives check-mate. 

A 

I 

i 

- 
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(a) If the Black play the King to his Bishop's 
third square, you must che$k-mate him with your 
Queen's Bishop. 



o4 



h 
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SECOND SITUATION. 

i 

1. 

B. Having the move, plays the Q. to the adver- 
sary's Q. B. fourth square. 

W. Must not take the Q. but ought to play the Q. 
to the adversary's Q. R. fourth square. 

B. The Q. takes the Kt. 

IV. The Kt, to its Q. second square. 

3. 

B. The Q. to the adversary's Q. Kt. second 
square. 

IV. The K. R. to its Q. Kt. square. 

4. 

B, The Q. takes the Kt. 
IV. The Q. takes the Q. Kt. 

3. 

2?. The Q. R. to its Kt. square. (Or a) 

IV. The Q. takes the Q. R. P. and gives check. 

••j - . *■ 

5. The Q. Kt. P. takes the Q. , 
/T. The Q. R. takes that Pawn, and gives check- 
mate. 

- 

b 
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(Or a) , 
5. 

* 

B. The Q. R. to its B. second square. 
tV. The Q. to the adversary's K. square, giving 
check. 

6. 

B. The K. to his Q. R. second square. 

IV. The Q. R. takes the Q. R. P. and gives, check. 

7- 

/?. The Q. Kt. P. takes the Q. R. 
IV. The Q. to the adversary's Q. Kt. square, giv- 
ing check-mate. 
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THIRD SITUATION. 



I. 

W. The R. to the adversary's K. Kt. second 

square, giving check. 
B. The K. to his R. square. 

1. 

W. The R. to the adversary's K. R. second square, 

giving check. 
B. The K. to his Kt. square. 

■ 

3. 

W. The Q. B. to its Q. fourth square. 

B. The R. to its K. B. third square, giving check. 

4. 

W. The Q. B. takes the R. 

B. The Kt. to its K. fourth square, giving check. 

5. 

W. The Q. B. takes the Kt. 
B. The K. to his B. square. 

* ♦ 

6. 

W. The K. to the adversary's K. B. third squart. 
jB, The K. to his Kt. square. 

7. 

W. The R. to the adversary's K. $<;. second 

square, • giving check. 
jB. The K. to his K. square. 
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8. 

W. The K. to the adversary's K. Kt. third square. 
B. The Q. P. or the Q. R. become* a Q. 

9- 

TV. The R. to the adversaiy's K. R. second square, 

giving double check. 
B. The K. to his Kt, square. 

10., 

IV. The R. to the adversary's K. R. square, giving 
check-mate. 



r ■ - 
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FOURTH SITUATION. 

i. 

B. The Q. takes the Kt. 
JT. The K. B. P. takes the Q. 

a. 

£. The R. takes the Q. 
W. The K. Kt. P. two steps. 

3. 

B. The K. R. P. takes the P. 
W. The Q. Kt. P. one step. 

4. 

B. The Q. R. P. takes the Q. Kt. P. (Or a) 
W. The Q. R. P. one step. 

5. 

jB. Can not prevent the White from going to 
Queen. 
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(Or a) 



r. 



4. 



JB. The R. to its third quarts. 
-W. The Q. Kt. P. one step. 

- 

5. • : 

J?. Loses the game. 



... . 



ci .A 

* » 

•\ * . • j f .» 
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FIFTH SITUATION. 
1. 

B. The K. Kt. P. two steps. 

W. The Q. B. takes the K. Kt. P. 

2. 

B. The R. to its K. Kt. second square, for a) 
W. The Q. B. to the adversary's K. B. third 
square. 

3. 

B. The Q. to her second square. 
W. The Q. to the adversary's K. Kt. third square, 
giving cheeky ..,:yj 

B. The R. takes 4he Q. - *' ^ - T 
W. The R. to the adveftafy's fclW#qiiafe, 
giving check-mate. 
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(Ova) 

* 

2. 



B. The K. R. P. takes the Q. B. 

W. The Q. to her K. R. third square, giving 

check. ' : 

&• ... * 

jB. The K. to his Kt. second square. 
W. The Q. to the adversary's K. R. square, giv- 

iag check-mate. 
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SEVENTH SITUATION. 

JV f The Q. R. takes the K, Kt. P, and checks, 
B. The K. R. takes the R, 

2. 

fV. The K. R. takes the K ? R. P. and checks, 
B. The K. to his Kt. square, 

3. 

W. The Kt. to the adversary's K. second square, 

giving check. 
B. To avoid check r mate in two moves, is corp* 

pelled to take the Kt. with the 

4. 

TV. The Q. takes the Q. 8cc 

4 
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EIGHTH SITUATION. 

I. 

W. The Kt. takes the K. B. P. 
B. The K. R. to the adversary's Q. square, giving 
check, (a) 

2. 

W. The Q. takes the K. R. 

B. The K. Kt. P. takes the Kt. (or b) 

3. 

W. The R. takes the R. and checks. 
B. The K. to his Kt, second square. 

4. 

IV. The Q. to the adversary's Q. second square, 

giving check. 
J5. The K. to his R. third square. 

5. 

JV. The R. to the adversary's K. Kt. square. 
B. The Q. to the adversary's K. square, giving 
check. 

IV. The K. to his R. second square. 

B> The Q. to the adversary's K. third square. 

7. 

W. The Q. to the adversary's K. Kt. second 

square, giving check. 
B. The K. to hisR. fourth square. 
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(a ^ This is the only move to avoid check-mate. 



(Or b) 
2. 

2J. The Q. to her K. B. square. 

3. 

W. The Q. to the adversary's K. R. fourth square. 
B. The Q. to her K. Kt. square, (or cj 

A. 

W. The Q. takes the K. R. P. and checks. 
B. The Q. takes the Q. 

5. 

/f. The R. takes the R. and checks. . 
B. The Q. interposes at her K. Kt. square. 

6. 

W. The R. takes the Q. and gives check-mate. 



(Ore) 
3. 

B. The K. R. P. one step. 

4. 

/PI The Q. takes the K. R. P. and checks. 
B. The K. Kt. P. takes the Q. 

5. 

W. The R. to the adversary's K. R. second square, giving 
check-mate. 
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8. 

W. The Q. to her K. Kt. fourth square, giving 
check. 

B. The K. to his R. third square. 

9- 

W. The Q. to her K* R. fourth square, giving 
check-mate. 
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NINTH SITUATION. 

l. 

B. The K. Kt. P. one step. 

IV. The Q. R. to its K. Kt. third square. 

2. 

B. The K. Kt. P. takes the Q. (or a) (or b) (or c) 
tV. The Q. R. to the adversary's K. Kt- second 
square, giving check. 

3, 

B. The K. to his R. square. 
fV. The Q. R. takes the K. B. giving a discovered 
check. 

4. 

B. The K. R. interposes at its B. third square. 
IV. The Q. B. takes it, and checks. 

5. 

B. The K. to his Kt. square. 

IV. The K. R. to its K. Kt. square, giving check. 

6. 

J5. The K. to his B. square. 
tV. The Q. R. takes the Q. 

7. 

B. The R. to its Q. Kt. square. 

fV. The K. R. to the adversary's K. Kt. secohd 
square, and then to the adversary's K. R. 
second square, in order to give check-mate 
at the adversary's K. R. square. 
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/?. The K. R. to its Kt. square. 

IV. The Q> takes the K. R. P. and checks, 

3. 

B. The K. takes the Q. 

IV. The K. to his Kt. second square, giving check, 
with the K. R. 

4. 

B. The K. B. interposes at the adversary^ K. R. 

fourth square. 
IV. The K. R. takes it, giving check-mate. 



(Or b) 

jB. The K. Kt. P. otie step. 

W. The K. to his Kt. second square. 

3. 

B. The K. B. to its third square. 

W. The Q. takes the K. R. P. and checks. 

B. The K. to his Kt. square. 

fV. The Q. R. takes the K. Kt. P. and checks. 

5* « 

B. The K. to his B. second square. 
TV. The Q. takes the K. B. and checks. 

6. 

jB. The K. to his square. 

W. The K. R. to its K. square, giving check. 

7. 

B. The K. to his Q. second square. 
W. The Q. to the adversary's K. third square, 
giving check-mate. 
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(Or c) 

- 

&. The K. B. to its Kt. f fourth square, * 
IK The Q. takes the K. B. . > 

B. The K. R. P. takes the^Q. 
IV. The K. to his Kt. second square, giving a 
discovered check. 

- 

t ■ 

B. The K. to his Kt. square. 
IF. The K. R. to the adversary's K. R. square, 
giving check. 

h 

B. The K. to his B. . second square* • 
IV. The K. R. to the ad versary's K. R. second 
square, giving chgek. 

5. TheK. to' his Kt.: square. 
/F. The K. R. takes thfe Q. and will easily wio 
the game. 

i i . . . . / ■ ■ ' 7 - 

* This is the to/ move that the Black can play in this wtua* 
tionj as he loses only a pico*; . .~ . T . 

* 
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■Tenth situation. 



1. 



« 



fP. The Q. to the adversary's Q. B. third square, 

giving check. 
& The K. Kt. P. one step. . 

2. 

W. The Q. to her K. Fourth square, 
B. The K. R. P. to the adversary's K. R. third 

. 7 • " r 

I , \ . ■ < M » * ' 

r 

3. 

\ The Q. t^kes the K. Kt. P. and checks. 
JB. Is compelled to take the Queen, and the 
game rj s -drawn, the White Kjug jbei^g 
stale-mated. 

• • • » 
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ELEVENTH SITUATION. 

l. 

W. The Q. R. takes the Q. P. 

B. The K. P. takes the Q. R. A 

■ 

2. 

IK The Kt. to the adversary's K. B. third square, 

giving check. 
S. The K. Kt. P. takes the Kt. 

• • ■ 

IV. The K. R. to the adversary's K. square, gi?- 

inc: check. 
B. he K. to his Kt. second square. 

IV. The Q. B. to the adversary's K. B. square, 

giving check. 
B* The K. to his Kt, or R* square. 

5. 

IK The Q. B. to the adversary's K. R. third 
square, giving check-mate by discovering 
the K. R. 
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TWELFTH SITUATION. 

1. 

W. The K. R. to its Q. square. 
B. The Q. to the adversary's Q. Kt. second 
square. 

a» 

IV. The K. R. to the adversary's Q. square, giv- 
ing check. . 
B. The K. Kt. interposes at its square. 

3. 

IV. The K. R. takes the K. Kt. and checks, 
B. The K. takes the K. R. 

4. 

W* The K. P. to the adversary's K. second square, 

giving check with the K. B. 
jB. The Q. takee the K. B. 

5. 

JV. The K. P. becomes a Q. and checks. 
B. The K. R. interposes at itsB. square* 

6. 

fV. The Q. takes the R. and checks. 
B. The K. takes the Q. 

7- 

Jr. The Q. R. P. takes tfie Q. and will win the 
game. 
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THIRTEENTH SITUATION. 

> 

* 

1. 

" ■ • t 

IV. The Q. R. to its K. Kt. square. 
£. The K,B. tak6s it. 

» 

... ' ' 

W. TheK. R. takes the Kt. and checks. 
B. The K. R. takes the K. R. 



3, 

The game is drawn; the White King being 
state-mated* 



If , at the second move the Black should not take 
the King's Rook, the White will nevertheless draw 
the game, by sacrificing his King's Rook for the 
Queen s Knight's Pawn, as the player of the Black 
will be unable to win, though he has a Pawn and 
a Bishop ; that Pawn being on the Rook's file, and 
the Bishop of a colour different from that of the 
Rook's square on which the Pawn would become a 
Queen. 



- 
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FOtJRtEEOTH SlfUATIOK. 

r 

iV. The Q. ta the adversary VQ. B. fourth square, 

giving check, 
B. The Q, P. is corbelled to take the Q. 

Q. square^ giv- 
ing check-matt?. 



■ 

- 
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FIFTEENTH SITUATION. 

1. 

IF. The Q. to the adversary's K. R. second Square, 

giving check. 
J5. The K. Kt. takes the Q. 



2. 

IF. The K. Kt. to the adversary's K. Kt. third 

square, giving check. 
B. The K. to his Kt. square. 

3. 

W* The K. B. to the adversary's Q. fourth square, 
giving check-mate. 
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SIXTEENTH SITUATION. 



1; 

W* The Q. R. to its fourth pquan^ giving 
check. 

jB» The Q. interposes at its R. fourth square* 

The Q. Kt. to the adversary's Q. B. fourth 

square, giving check with the K. B. 
The&R. tatottefc.k 

•8. ' 

W. The K. R. to the adversary's Q. R. second 
square, giving check. 
TheQ, tsk*tt. 

4. 

W. The P. one step, giving checlwnate. 



- 



VM. II. 



i 
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SEVENTEENTH SITUATION. 

1. 

* * 

W. The K. to the adversary's K. B. second square. 

• « * • 

B. The K. to his R. second square. 

W. The B. to the adversary's K. B. square. 
B. TheK. to his R. square. 

; 3. . 

W. The B. to the adversary's K. Kt. second 
square, giving check. 

B. The K. to his R. second square. 

. » . ► «, > 

^ The P. one step, giving check-mate. 
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EIGHTEENTH SITUATION. 

W. The Q. to the adversary's K. B. third square, 

giving check. 
B. The Q. takes the Q. 

2. 

W. The AT. Kt. takes the Q. 

B. The Q. R. P. one step. for <?> 

# 3. 

W. The Q. Kt. to the adversary's K. fourth 
square. 

B. Tiie Q. R. P. becomes a Queen. 

, W. The Q. Kt. to the adversary's K. B. second 
square, or K. Kt. third square, giving 
check-mate. 
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" (° ra ) 

W 1 

B, The Q. Kt. to the adversary's K. B. second 
square. 

3. 

JV. The Q. Kt. to the adversary's K. fourth 
square. 

jB. The Q. Kt. to the adversary's K. Kt. fourth 
square^ giving check. 

A. 

W. The Q. Kt. takes it. 
£. The Q. R. P. one step. 

5. 

/r. The Q. Kt. to the adversary's K. fourth 
square. 

J5. The Q. R. P, becomes a Queen. 

6. 

W. The Q. Kt. gives check-mate. 



s 3 
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NINETEENTH SITUATION. 

i 

Suppose the White to have the move ; 

1. 

JV. The R. to the adversary's Q. B. second 

square, giving check. 
B. The K. to his R. third square. 

a. 

W. The R. to the adversary's K. R. second square, 

giving, check. 
B. The K. R. takes it. 

3. 

W. The Kt. to the adversary's K. Kt. square, 

giving check. < 
B. The K. to his Kt. fourth square. 

4. 

W. The Q. B. to the adversary's K. B. third 
square, giving check-mate. 



Digitized by Google 



a5» 



Suppose the Black to have the move ; 

■ '. • 

1. 

B. The K. R. to the adversary's K. R. third 

square, giving check. . , ,. - . . , - . 
W. The K. is compelled to take it. 



•- 



B. The Q. to the adversary's K. Kt. second 

square, giying check. # . ' t 
W. The K. to his R. fourth square. 

B. The Q. takes the K. R. P. and gives check. 
W. The K. to the adversary's K. Kt. fourth' 



square. 



9 ■ f I * 



■4 , 

2J. The Q. to her K. R. third square, giving 
check -mate. 



s 4 
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TWENTIETH SITUATION. 

f - r . ■ r - - • - ■ 

, ■ : 4 -« » » . 

) l , , , f >,-■•• . j 

1 • 

The K. B. tp the adversary's Q. second square, 
giving check, 
i?. The K. to his Q. square, for for ^ 

r ' f * ' y * > 

* 2 

r | • 

/F. The K. B. to the adver$ary v s K. ''ttltd square, 

giving check with the Q. "'' 
J5. The K. to his second square. 



3. 



/f. The Q. to the adversary's Q. second square, 

giving check. 
B. The K. to his B. third square. 

, . 4 

M ■ t * 

W. The Q- to the adversary's K. B. second square, 
giving check-mate. 



Digitized by Google 



3fo 



(Or a) 

W. . . . . . J. 

B. The K. to his Q. Kt. square. 

f - : " n •« 

tV. the Q. to her kt. thitA squartV giving- check. 
JJ. The K. B. interposes at its §• Kt, thir4 
Square. 



fV. The Q. to the adversary's K. Kt. square, g*v- 

lftg check. - 

JB. The K. to his Q. Kt. second square, 

* — Wm m 

W. The Q. to the adversary's Q. B. square, giving 
check-mate. 



f Or *; 

- . » 

B. The K. to his Q. Kt. second square 

2. 

/F. The Q. to the adversary's Q. Kt. fourth 

square, giving check. 
JJ. The K. B. interposes. 

3. 

IV. The Q. to the adversary's Q. R. third square, 

giving check. 
B. The K. take/* the Q. 

4. 

/F. The K. B. to the adversary's Q. B* square, 
giving check-mate. 

3 



Digitized by Google 



266 



TWENTY-FIRST SITUATION. 



If. The Q.Kt. to the adversary's K. second square, 

giving double check. 
B. The to his R. square. 



% ♦ 



2. 



/IT. The Q. ttf the adversary's K. Kt. square, 

giving check. 
B. The K. R. takes the Q 



1 v ' ♦ « - - »« 



3. 



W. The Kt. takes the Q. B. and gives checlf. 
B. The K. R. P. takes the Kt. 



4. 



JF. The Q. R. to its K. R. fourth square, giving 
check-mate. 
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TWENTY-SECOND SITUATION. 

fV. The Q. R. to its K. Kt. second square, giv- 
ing check. 
B. The K. to his B. square. 

ft 

IV. The Kt. tatiie adversary's Q. second square, 

giving check. - 
B. The R. takes the Kt. ; 

3. 

■ 

JF. The K. R. tO the adversary's K. square, 

giving check. 
B. The K. takes the K. R. : 



4. 



W* The Q. R. to the adversary's K. Kt. square, 
giving check-mate. 
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TWEimvrHIKD SITUATION. 

h 

The Kt. to the adversary's K* Kt. third square, 
giving check. 
J?. The K. to his Kt. square, (or*) 

The Kt. tp'th^ adversary's second squat** 

giving check. , ' : .. 

The K* to his R. sqwe, , \ ... 

»T. The K. R. takes the K. ». P. and gives 

check. 1 = : 

The K. takes the-H. < : ■ 

4. 

IF. The Q. R, to its K. R. square, gWing check- 
mate. 
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(Or a) \ . 

tP. 1, 

B. The K. B. P. takes the Kt. 

\ 

2. 

IT. The K. R. takes the K. R. P. and give* 

check* 
B. The K. takes it. 



W. The Q. R, to its K. R, square, giving; checks 
mate* 



370 



TWENTY-FOURTH SITUATION. 

1. 

W. The Q. to the adversary's Q. R. third squa*. 
B. The R. to its Q. Kt. square. 

2. 

W. The K. B. to the adversary's Q. B. third 
square. 

2*. The Q. to her B. square. 

< . . . ■ fc. 

3. 

W. The Q. takes the Q. R. P. and gives check. 
B. The K. takes the Q. 

4. 

/F. The Q. R. to its own square, giving check- 
mate. 
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TWENTY-FIFTH SITUATION. 



• r f i 



W. The R. to the adversary's K. B. square, gtt- 

- ingcheck. 

B. The K. to his R. second square* 

•• • • - ' i * 

2. * ' ' 

/F. The Q. to the adversary's K. Kt third square, 
giving check. 

B. The Q. B. takes the Q. . . 

- 

» . 

3. 

W. The P. takes the B. and gives check. 
B. The K. takes the p. 

4. 

W. The K. B. to its Q. third square, giving 
check-mate. 



V0L» JI. 5 8 
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TWENTY-SIXTH SITUATION. 

» 

W. The Kt. to the adversary YK. third square, 

giving check. 
B. The K. to his square. 



. . > 



2. 

flPi The Q. to the adversary's Q. square, giving 
check. 

£. The K. B. takes the Q. 



1 1 » 



JF. The K. R. to the adversary's K. B. square, 

giving check. 
JB. TheR. takes it. 

4. 

W. The Kt. to the adversary's K. Kt. second 
square, giving check-mate. 
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TWENTtf-SEY ENTH SITUATION. 

i 

i 

l. 

/F. The Kt. to the adversary's Q. third square, 

giving check. 
B. The K. to his Q. square. ' "* * ' 

2. 

• ' * ' • * 

/f. The B. to its K. R. fourth square, giving 



B. The K. B. P. one step. 



IV. The B. takes it, and checks. 
B. The K. B. takes the B. . 



\ » 



4. 

/r. The Q. takes the K. B. and gives ehcck- 
mate. - ■ * ' <> - * 



• • - * 
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TWENTY-EIGHTH SITUATION. 

4 

S * 

■ 

W. The K. R. to the adversary's K. It square, 

giving check. 
B, The K. to his Q. Kt. second square. 

a. 

W. The K. K. to the adversary's Q. R. square. 
£. The K. to his Q. Kt. third square. 

9 

w « 

a. 

W. The Q. B. P. to the adversary's Q. B. fourth 

square, giving check. 
B. The K. to his Q. Kt. second square. 

4. 

/T. The Q. B. P. again checks. 

B. The K. to his Q. Kt. third square. 

5. 

/P. The Q. R. P. gives check-matt. 
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TWENTY-NINTH SITUATION. 

W. The Kt. to its third square. 
B. The K. to his Q. Kt. square. 

W. The R. to the adversary's Q. square, giving 
,* If ; check. 

2?. The K. to his Q. R. second square. 

3. 

W. The Kt. to the adversary's Q. R. fourth 
square. 

B. The P. is compelled to take the Kt. 

4. 

W. The P. which is at the adversary's Q. Kt. 

fourth square, gives check. 
jB. The K. to his Q. R. third square. 

r 

5. 

fV. The Q. Kt. P. gives check-mate. 



T 2 
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THIRTIETH SITUATION. 

W. The Q. R. to the adversary'? K. R. fourth 

square, giving check. > , 
jB. The K. to his Kt. square. 



W. The K. R. to its K. Kt. third square, giving 

check . 'i « 

«B. The Q. interposes at her K. Kt. fourth 



square. 



3. 



W. The Q. to the adversary^ Kt.: pecopd 

square, giving check. 
B. The Q. takes the Q. 

. . . , 



4- 

i •• • : 



/f. The K. B. P. gives check. , 

£. The R. takes it. 

i 

/T. The K. P. takes the R, and gives check-mate. 
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THIRTY-FIRST SITUATION. 

1. 

The Q, tp the adversary's Q. B. seoond square* 
giving check. 
B. The Kt. takes the Q. 

2. 

W. The R. to the adversary's Q. R. square, giving 
check. 

B. The Kt. takes the R. 

3. 

tV. The Kt. to the adversary's Q, second square, 
checking with the & ■ ,f • > 

B. The Kt. interposes. 

W. The P. takes the Kt. and cljecks. 

■ 

B. The K. to his Q. R. square; . . 

5... 

W. The P. ofee atefr giyi^ chedt-nwte, 



T 3 
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THIRTY-SECOND SITUATION. 

I. 

W. The R. to the adversary's K. R. second 

square, giving check. 
£. The K. to his Kt. square. 

W. The Kt. to the adversary's K. B. third square, 

giving check. 
B. The K. to his B. square. 

3. 

W. The K. P. gives check. 
B. The Q. Kt. takes it. 

■ 

4. 

TV. The R. to the adversary's K. B. second square, 

giving check. 
B. The K. Kt. takes it. 

tV. The K. Kt. P. one «tep, giving check-mate. 
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THIRTY-THIRD SITUATION. 

1. 

W. The K. R. to the adversary's Q. Kt. square, 

giving check. 
J5. The K. to his R. second square, (or a) 

2. 

W. The Q. R. takes the K. Kt. P. and gives 

check. 

B. The K. is compelled to take it. 

i 

3. 

W. The Q. to her K. Kt. fourth square, giving 
check. 

B. The K. to his B. second square. 

4. 

tV. The Q. to the adversary's K. Kt. third square, 

giving check. 
B. The K. to his second square. 

5. 

r . The Q. to the adversary's K. square, or to the 
adversary's K. Kt. second square, giving 
check-mate. 
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(Or a) ' 

W. 1. 

B. TheK. R. interposes at its Q. square. 

. a. 

W. The Q. to the adversary's K. B. square, giving, 
check. 

B. The K. R. takes the Q. 

3. i 
W. The Q. R. takes the K. R. and gives check. 
B. The K. to his R. second square. 

4. 

W. The Q. R. to the adversary's K. R. second 
square, giving check-mate. 

i 

f 
■ 

« 
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THIRTY-FOURTH SITUATION. 

■ 

1. 

W. The Q. R. to the adversary's K. B. square, 

giving check. 
B* The K. to his Kt. second square. 

W. The Q. B. to the adversary's K. R. 

square, giving check. 
Jf. TheK. takes it. 

W. The Q. R. to the adversary's K. Kt square* 
B* The Q. B. to its KL B. second square (or any 
other move). 

4. 

■ 

4 p. 

W» The K. R. to the adversary's K. R. fourth 

square, giving check. 
B. The Q. B. takes the K. R. 

5. 

W* The K. Kt* P. one step, giving check-matt. 
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THIRTY-FIFTH SITUATION. 

1. 

W. The Q. takes the K. B. P. and gives check. 
B. The K.. to his R. square. 

■ 

3. 

W. The Q. Kt. to the adversary's K. B. third 
square. : 

B. The Q. R. P. one step. (If he take either of 
your pieces, you may immediately check- 
mate him.) 

3. 

W. The Q. to the adversary's K. Kt, third square* 
B. The Q. B. to its K. Kt. square. 

4. 

W. The Q. to the adversary's K. R. second square, 

giving check. 
B. TheQ. B. takes the Q. 

5. 

W. The K. Kt. to the adversary's K. B. second 
square, giving check-mate. 



THIRTY-SIXTH SITUATION, 

p 

i 

1. 

W. The Kt. to his K. B. third square. 

B. The K. to the adversary's Q. R. square* 

2. 

W. The Kt. to his Q. fourth square. * 
S. The K. to the adversary's Q. R. second 
square. 

3. . 

JV* The Kt. to his K. second square. 

JB. The K. to the adversary's Q. R. square. 

4. 

W. The Kt. to his Q. B. square. 

B. Is compelled to move his Q. R. P. 



■ 



5. 

* 

fP. The Kt. to its third square, giving check-mate. 
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THIRTY-SEVENTH SITUATION, 

I. 

W. The Q. to the adversary** K. R. thini square, 
B. The Q. to her K. B. square. 

1. 

IV. The Q. takeithe K. R. P. and gives check. 
B. The K. takes the Q. 

r 

IV. TheQ. Jl. to its K. R. square, giving check* 
# The Q. interpose* at its K. R. third square. 

■ 

4. 

W. The Q. R. takes the Q. ™d gives check". 
B. The K. takes the Q. R. ; 

w t " 

\ . ; * '.fit. . 

s. 

W. The K. R. gives check-mate. 
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THIRTY-EIGHTH SITUATION. 

i. 

W. The R. to its Q. third square. 

B. The K. to his R. square, \ > V 

W. The R. to the adversary's Q. second square; 
B. The K. to his Kt. 

W. The K. to the adversary's K. square. 
B. The K. to his R. square* 

A. 

TV. The R. to *he adversary's K, R. seoond 

square, gii&ng check. 
JB. The K. to his Kt. square. 

5. 

W. The P. one step, gives check-mate. 
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THIRTY-NINTH SITUATION. 

I. 

v 

W. The R. P. one step. 
B. The K. B. to its square. 

W. The K. B. to the adversary's Q. fourth square, 
B. The Kt. to its second square, 

3. 

W. The K. B. takes it, 

B. The K. to his Kt. square, 

* » 

• 4. 

W. The K. B. to the adversary's Q. fourth square, 

giving check. 
B. The K. to his R. square. 

- 

IV. The K. B. to its Q. R. second square, 
JB. Is compelled to move the K. B. 

6. • 

IF. The P. or the B. takes the Kt. P. giving 
check-mate. 

3 

ft 
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FORTIETH SITUATION. 



J. 

/Fl The Q. to the adversary's Q. B. square, giv 

check. 

B. The K. to his Kt. second square. 

2. 

W. The Q. to the adversary's Q. second square, 

giving check 1 
B. The K. to his B. third square. 

3. 

4 

W. The Q. to the adversary's K, third square, 

giving check, 
B. The K. to his Kt. second square. 

» 

4. 

W. The Q. to the adversary's K. second square, 

giving check. 
.B. The K. to his R. third square. 

5. 

IV. The Q. takes the K. R. P. and gives check. 
B. The Q. B. takes the Q. 

6. * 

/F. The K. Kt. to the adversary's K. B. second 
square, giving check. 

■ 

B. The K. to his R. fourth square. 

7. 

IV. The R. to the adversary's K. Kt. fourth 

i 

square, giving check-mate. 
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FORTY-FIRST SITUATION. 

l. 

W* The Q. to the adversary's K. fourth square, 

giving check, 
B. The K. to his Q. R. square. 

2. 

W. The Kt. to the adversary's Q. B. second 

square, giving check. 
B. The K. to his Q. Kt. square. 

3. 

W. The Kt. takes the Q. R. and checks by dis- 
covery. 

-B. The K. to his Q. R. square. 

4. 

The Kt. to the adversary's Q. B. second 
square, giving check. 
B. The K. to his Kt. square. 

5. 

/iT. The Kt. to the adversary's Q R. third square, 

giving double check. 
B. The K. to his Q. R. square. 

6. 

IV. The Q. to the adversary's Q. Kt. square, 

giving check. 
B. The K. R. takes the Q. 

7. 

The Kt. to the adversary's Q. B. second 
square, giving check-mate. 

VOL. IU V 
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FORTY-SECOND SITUATION. 

1. 

IV. The K. B. to the adversary's K. Kt. square. . 
B. The K. R. P. one step. 

2. 

JV. The Q. to the adversary's K. square* 
B. The Q. to her K. fourth square. 

3. 

JV. The K. B. to the adversary's K. third square, 

checking by discovery. 
jB. The K. to his R. second square. 

4. 

JV. The Q. to the adversary's K. Kt. square, 

giving check. 
B. The K. to his Kt. third square, 

5. 

w 

JV. The K. B. to the adversary's K. B. second 
square, giving check. 

• - • 

B. The K. to his B. fourth square, (or a) . 

6. 

JV. The Q. to the adversary's K. R. second 

. square, giving check. 
£. The K. to his Kt. fourth square. 

7- 

JV. The Q. to the adversary's K. Kt. third square, 
giving check-mate. 
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I 



- 



(Or a) 

fV 5. 

B. The K. to his Kt. fourth square. 

6. 

TV. The K. B. P. two steps, giving check to K. 
and Q. &c. 



v 2 
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FORTY-THIRD SITUATION. 

1. 

W* The K. B. to its third square, giving check. 
JB. The K. to the adversary's K. Kt. square, 

2. 

W. The K. B. to its R. square. 
B. The K. takes the K. B. 

3. 

W. The K. to his B. square, 
J3. The Q. P. one step. 

4. 

W. The K. P. takes it. 
B. The K. P. one step. 

5. 

W. The P. to the adversary's Q. third square. 
J5. The K. P. one step. 

6. 

W. The P. to the adversary's Q. second square. 
B. The K. P. to the adversary's K. second square, 
giving check. 

7. 

W. TheK. takes it. 

R. The K. to the adversary's K. Kt. second 
square. 

W. The P. becomes a Q. 
JB. The P. beeves a Q. 

4 
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9- 

W. The Q. to the adversary's K. Kt. fourth 

square, giving check. 
J3. The K. to the adversary's K. R. third square. 

10. 

W. The Q. to the adversary's K. R. fourth square, 

giving check. 
B. The K. to the adversary's K. Kt. second 

square. 

II. 

JV. The Q. to her K. Kt. fourth square, giving 
check. 

B. The K. to the adversary's K. R. second square. 

12. 

IK The K. to his B. second square. 

jB. Can not avoid check-mate in two moves. 



*3 
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FORTY-FOURTH SITUATION. 



1. 

tV. The Q. to the adversary's Q. R. third square. 
B. The R. to its Kt. square. 

2. 



W. The K. Kt. to its Q. fourth. square. 
B. The Q. to her R. fourth square. 

3. 

W. The K. Kt. to the adversary's Q. Kt. fourth 
square. 

B. Is. compelled to take it with his Q. 



W. The Q. to the adversary's Q. R. third squar^. 
B. The R. to its Kt. square. 



W. The Kt. to the adversary's Q. fourth square. 

B. The R. to its Kt. third square. 

t if 



JV. The Q. takes the Q. 
U. The R. to its B. square. 



6. 



W. The Kt. to its B. third square. 
B. The Q. Kt. P. one step. 

7. 
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8. 

W. The Q. to the adversary's Q. B. square, giving 
check, 

B. The R. interposes at its Kf. square. 



IV. The Kt. tates the Q. B. P. giving check, 
mate. 
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PORTY-FIFTfl[ SITUATION. 

1. 

W. The K. to his Q. Kt. third square. 
B. The P. one step. 

2. 

W. The K. to his Q. B. second square. 
B. The Kt to the adversary's Q. fourth square, 
giving check. 

3. 

W. The K. to his Q. B. sqtiare. 
B. The Kt. to the adversary's Q. Kt. third square, 
giving check. 

A. 

IV. The K. to his Q. B. second square. 

B. The Kt. to the adversary's Q. second square. 

JV. The K. to his Q. B. square, and will make a 
drawn game, as the Black can never re* 
move him from his Q. B. "square, or Q. B. 
second square. 
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FORTY-SIXTH SITUATION. 

1. 

W. The Kt. to the adversary's K. B. fourth 
square. 

B. The K. to his B. square* 

2. 

TV. The Kt. to the adversary's K. second square, 
B. The K. to his square. 

3. 

W- The Kt. to the adversary's K. Kt. third square. 
jB. The K. to his Q. square. 

4. 

W. The Kt. to the adversary's K. B. square. 
B. The K. to his square. 

5. ' 

W. The Kt. to the adversary's Q. second square. 
B. The K. to his Q. square. 

6. 

W. The Kt. to the adversary's K. B.Jthird square. 
B. The K. to his Q. B. square. 

7. . 

► 

W. The Kt. to the adversary's K^ square. 
B. The K. to his Q. square. 
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8. 

W m The Kt. to the adversary's Q. B. second 
square. 

B. The K. to his Q, B. square. 

9- 

W. The Kt. to the adversary's K. third square. 
B. The K. to his Q. Kt. square. 

10. 

W* The R. to the adversary's K. R. square, giv- 
ing check-mate. 
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FORTY-SEVENTH SITUATION. 

W. The Kt. to the adversary's^ B. fwui lit square. ^ " 

B. The K. to his B. square. 1 £ ' 

JV. The Kt. to the adversary's \. second square. 0L^J^4 ' 
B. The K. to his square. 1 

W The Kt. to the adversary's K, Kt. third square. 
B. The K. to his Q. square. 

4. 

IV. The Kt. to the adversary's K. B. square. 
B. The K. to his square. 

4 

5. . ; 

JV. The Kt. to the adversary's Q. second square. 
B. The K. to his Q. square. 

6. 

9) 

JV. The Kt. to the adversary's K. B. third square. 
B. The K. to his Q. B. square. 

7. 

JV. The Kt. to the adversary's K. square. 
B. The K. to his Q. square. 

• • 8. 

JV. The Kt. to the adversary's Q. B. second 
square. 

B. The K. to hi? Q. B. square. 
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9- 

W* The Kt. to the adversary's K. third square, 
B. The K. to his Q. Kt. square. 

10. 

tP. The Kt: to t^adversary's Q. square. 
B. The K. to his Q. B. square. 

IJ. 

W. The Kt to the adversary's Q. Kt. second 
square. 

B. The K. to his Q. Kt. square. 

12. 

* 

W. The Kt. to the adversary's Q. third square. 
B. The K. to his Q. R. square. 

13. 

JiT. The Kt. to the adversary's Q. B. square. 
B. The K. to his Q. Kt. square. 

14. 

/PI The Kt. to the adversary's Q. R. second 
square. 

B. The K. to his Q. R. square. 

15. 

IV. The P. two steps. 

B. The K. to his Q. Kt. square. 

16. 

W. The P. one step. 

JB. The K. to his Q. R. square. 
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17. 

W. The P. one step. 

B. The K. to his Q. Kt. square. 

18. 

W. The Kt. to the adversaryjyQ. B. third square, 

giving check. 
B. The K. to his Q. RooFs, or Q. Bishops 

square. 

19. 

W. The P. gives check-mate. 
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FORTY-EIGHTH SITUATION. 

■ 

- - - g 

1. 

W. The Q. to the advensary's K. B. square, giving 
check, 

- 

2?< The K. to his R. second square. 

W. The B, to its Q. third square, giving check. 
B. The K. Kt. P. one step. 

3. 

IK The R. to the adversary's K. Kt. fourth 
square. 

B* Is compelled to take it with the K. R. P. 

4. 

W. The K. R. P. one step. 
B> The P. (which is at its K. Kt. fourth square) 
one step, 

5, 

W. The B. to its K. fourth square. 
B. The P. to the adversary's K. Kt. third square. 

6. 

W. The B. to its Kt. second square. 
B. The K. Kt. P. one step. 

I 
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W. The Q. to the adversary's K. B. third square, 
B. The K. Kt. P. to the adversary's K. Kt. fourth 
square. 

8. 

TV. The B. to its K. fourth square, giving check* 
JB. The K. to his Kt. square. 

9- 

W± The P. gives eheck-mate. 



« ■ 
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FORTY-NINTH SITUATION. 

I. 

W. The Kt. to its K. third square. 
B. The K. to his Kt. square. 

W. The Kt. to its fourth tfquare. 
B. The K. to his R. square. 

3. 

W. The Kt. to the adversary's K. B. third square. 
B. The K. Kt. P. is compelled to take the Kt. 

W. The K. to the adversary's K. B. second square. 
B. The K. Kt. P. one step. 

*• 

W. The K. Kt. P. one step, giving check. 
B. The K. to his R. second square. 

«• 

W. The K. Kt. P. becomes a Q. and gives check- 
mate* 
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FIFTIETH SITUATION. 



J. 



TV. The K. R. to its square. 
r B: The K. takes it. 



W. The K. to his B. second square. 
B^ The Q. Kt. P. one step. 

3. 

W. The Q. R. P. takes it. 
B. The Q. R. P. one step. 

.4. 

/T. The P. to the adversary's Q. Kt. third square. 
jB. The P. to the adversary's Q. R. third square. 

W. Ttie P. to the adversary's Q. Kt. second 
square. 

B. The P. to the adversary's Q. R. second square. 

6. 

JV. The P. becomes a Q. 
jB. The P. becomes aQ. 

4 • 

W. The Q. to the adversary's Q. Kt. second 
square, giving check-mate. 



TOL. II. 
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FIFTY-FIRST SITUATION. 

♦ • 

1. 

tF. The R. to its K. B. fourth square. 

B. The R. to the adversary's K. R. square. 

1. 

IF. The R. to its K. fourth square, giving check, 
B. The K. to his Q. second square. 

3. 

IF. The K. to the adversary's K. B. second square, 
B. The R. to the adversary's K. B. square, giving 
check. 

4. 

IV. The K. to the adversary's K. Kt. third square, 
J5. R. to the adversary's K. Kt. square, giv- 
ing check. 

JF* The K. to the adversary's K, B. (or K. R.) 

third square. 
Bs XheJS^to the^dreraary's K. B* square (or K< 

R. square), giving check. 

6. 

IF. The K. to the adversary's K. Kt. fourth square. 
B. The R. to the adversary's K. Kt, square, giving 
check* 

7. 

W. The R. interposes at it? K. Kt- fourth square- 
B>> The R. takes it. 

8. 

W. The K. takes the R. and of course will easily 
win the game. 
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FIFTY-SECOND SITUATION. 

The player of the White men must carefully 
abstain from playing his King ; and he must like- 
wise observe to keep hi6 Bishop o» the great dia^ 
gonal. If the player of the Blacks should force 
bis adversary's Bishop with his Q. B. P. he will 
nevertheless be unable to win the game ; ex. : 

1. 

IV. The B. to the adversary's K. B. third square. 
B. The Q. B. P. one step. 

2. 

The B. to the adversary's K. Kt. second 

square. 

8. The Q. B. P. to the adversary's Q. B. fourth 
square. 

3. 

IV. The B. to the adversary's K. R. square. 
B. The K. to the adversary's Q. third square. 

4. 

W. The B. to its Kt. second square. 

JB. The Q. B. P. one step. 

t 

5 » 

W. The Bi takes it. 

B. If the K. take the B. the White K. will be stale- 
mated ; and if the Black decline taking the 
B. the White, by keeping his B. on that 
diagonal, will obviously draw the game. 

x 2 
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FIFTY-THIRD SITUATION. 



i. 

ff. The K. to his B. fourth square. 
B. The K. to his third square- 

2. 

IV. The R. to its K. third square, giving check. 
B. The K. to its B. third square. 

■ * 

3. 

W. TheR. to its Q. R. third square. 

B. If the Black take the R. the White will be 
stale- mated ; therefore the Black most play 
his R. either to his Q. Kt. or Q. B. fourth 
square. 

A. 

IV. The R. to the adversary's Q. R. third squane, 

giving check. 
B. The K. to his second square. 

•*' 

IV. The K. takes the K. B. P. 

B. The Q. P. one step, checking with the R. 

6. 

IV. The K. to his fourth square, 

B. The R. to the adversary's Q. B. fourth square. 
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7. 

fV. The K. to the adversary's Q. fourth square. 
B. The R. to the adversary's Kt. fourth 
square. 

8. 

*V< The K. to the adversary's Q. B. fourth square, 
and will win the P. &c. 



x 3 
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■ » 

^ 

Firrr-rouRTH situation. 

. - ■ 

TV. The B. to the adversary's Q. Kt. third 

square, (a) 
B. The R. to the adversary's Q. R. square. 

2. 

IV The B. to its K> Kt. square* 
B. The R. takes the R. (b) 

3. 

IV. Is stale-mated. 

• « 




' 311 



fa) When you play the Bishop to the adver- 
sary's Queen's Knight's third square, if the Black 
take it with his King, you must take his Queen's 
Knight's Pawn, giving check, and then play your 
King to his Knight's square, which of course will 
draw the game. 

» 

(b) If the Black, instead of taking your Rook 
with his, were to play it to your Queen's Hook's 
second square, you would win the game by playing 
your Bishop to your Queen's fourth square. 



> 
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FIFTY-FIFTH SITUATION. 



J. 

- 

TV. The R. to the adversary's K. B. square, giving 
check. 

* 

B. The K. to his Q. R. second square. 

2. 

TV. The R. to the adversary's Q. R. square, giving 

check. 
B. The K. takes it. 

* * y 

TV. The Q. to the adversary's K. B. square, giv- 
ing check. 
B. The K. to his Q. R. second square. 



4. 

TV. The Q. to the adversary's Q. B. fourth square, . 

giving check. 
B. The Q. takes the Q. 



5. 

TV Is stale-mated. 
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FIFTY-SIXTH SITUATION. . 

♦ 

i 

i 

l. 

}V. The Kt. to its Q. B. second square, giving 

- - « ■ 

check. 

jj. The K. to the adversary's Q. B. third square. 

W. The Kt. to its Q. R. square. 
B. The K. to tbe adversary's Q. Kt. second 
square. 

W. The K. to his second square. 
B. The K. takes the Kt. 



4. 

W. The K. to his Q. B. square. 
B. The Q. B. P. one step. 

W. The K k to his Q. B. second square. 
B. The Q. B. P. to its fourth square. 

6. 

IV. The K. to his Q. B. square. 
B. The Q. B. P. to the adversary's Q. B. fourth 
square. 

7. 

W* The K. to his Q. B. second square. 
.B. The Q. B. P. to the adversary's Q. B. third 
square. 
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8. 

W. The K. to his Q. B. square. 
B. The K* Kt. P. one step, (a) 

9- 

JV. The K. R. P. takes it. (b) 
B. The Q. B. P. to the adversary's Q. B. second 
square, 

10. 

/f. Whether the K. take that Pawn, or whether 
the White Pawn be played, the Black is 
stale-mated, and the game is consequently 
drawn, 



■ 
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fa) If the Black, at the eighth move, had played 
h\s Queen's Bishop's Fawn instead of his King's 
Knight's Pawn, you would have won the game ; 
ex. : 

B. The Q. B. P. to the adversary's Q, B. second 
square. 

W. The K. taies it. 

B. The K. Kt. P. one step. 

10. 

JV. The K. R. P. must not take it, but must be 

moved one step. 
B. The K. Kt. P. to the adversary's K. Kt. fourth 

square. 

12. 

W. The P. to the adversary's K. R. third square. 
B. The P. to the adversary's K. Kt. third square. 

12. 

JV. The P. to the adversary's K. R. second square. 
B. The P. to the adversary's K. Kt. second square, 

13. 

IV. The P. becomes a B. or a Q. and gives check- 
mate. 

(b) If, at the ninth move, you had played your 
King's Rook's Pawn to the adversary's King's 
Rook's fourth square, instead of taking the King's 
Knight's Pawn, you would have lost the game; ex.: 

W. The K. R. P. to the adversary's K. R. fourth 

square. 

B. The K. Kt. P. to the adversary's K. Kt. fourth 

square. 
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10. 

r . The K. R. P. to thg adversary's K. R. third 
square. 

B. The K. Kt. P. to the adversary's K. Kt. third 
square, 

TV. The K. R. P. to the adversary's K. R. second 
square. 

B. The K. Kt. P. tQ the adversary's K. Kt. se- 
cond square. 

J2. 

W. The K. R. P. becomes a Q. 

ii. The K. Kt. P. becomqs a, Q. and gives check, 

13. 

W. The K. to his Q. B.. second square. 
jB. The Q. tp the adversary's Q. Kt. square, giv- 
ing check. 

14. 

W. The K. is compelled to take the Q. B. P. 
B. The Q. to the adversary's Q. ICt. second 
square, giving check, then takes the White 

Q. and, of course, wins the game* 
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FIFTY-SEVENTH SITUATION^ 

- - ' • m 

1. 

W. The Q. to the adversary's K. fi. third square. 
B. The K. to his Kt. square. 

2. 

W. The K. to his Kt. fourth square. 
B. The K. to his R. second square. 

3# 

W. The K. Kt. P. one step. 
B. The K. to his Kt. square, 

4. 

W. The R. to the adversary's K. square, giving 
check . 

B. The K. to his R. second square. 

5. 

W. The Q. to the adversary's K. second square. 
B. The K. to his Kt. third square. 

6. 

TV. The Kt. to its K. B. fourth square, giving 
check. 

B. The K. to his Kt. second square. 
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7- 

W. The K. to the adversary's K. R. fourth square. 
B. The K. to his R. second square. 

8. 

W. The K. Kt. P. to its fourth square* 
B. The K. to his Kt. second 

TV. The Kt. to the adversary's Q. fourth square. 
B* The K. to his R» second square* 

* 10. 

U\ The R. to the adversary's Q* square, to gain 

the move. 

B* The K. to his Kt. second square* 

IK 

W. The Q. to the adversary's K. B. third sspare, 
giving check. 

« 

B. The K. to his R* second square* 



» . * 



12. 

* 

W. The Q. to the adversary's K. Kt. third square^ 

giving check. 
J8. The K. B. P. is compelled to take the Q. and 

to give check-mate. 
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FIFTY-EIGHTH SITUATION. 

l. 

w 

W. The Q. to the adversary's Q. third square, 

giving check. 
J5. The Q. B. P. is compelled to take the Q. 

2. \ 

IF. The R. to its K. B. fourth square. 
B. The Q. B. P. to its Q. fourth square. 

- 

9. 

W. The K. Kt. to its K. fourth Square, giving 
check. 

B. The Q. B. P. is compelled to take it. 

4. 

W. The Q. B. to its K. third square. 

B. The Q. B. P. is obliged to take the K. B. P. 

5. 

W. The Q. Kt. to its K. B. second square. 
B. The Q. B. P. is forced to take the K. Kt. P. 
and to give check-mate. 



3 
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FIFTY-NINTH SITUATION. 

- 

1. 

W. The K. Kt. takes the K. Kt. P. and gives 
check. 

B. The Q. B. is obliged to take the K. Kt. 

2. 

IV. The Q. Kt. takes the K. R. P. giving check. 
B. The O. B. is compelled to take that Kt. 

W. The Q. to her K. Kt. second square, giving 
check. 

B. The Q. B. being forced tt take her, gives 
check-mate. 
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SIXTIETH SITUATION. 



/T. TheR. to the adversary's Kr square, giving 

CflcCiv* i i *» f\\ 

* ( - • > • + J. ■• ...... * * / \ r * k 

5. The Kt. interposes at its Q. Kt. square. 

a. 

^'-'-The-lC* to the adversary's Q; R. fourth square. 
B. The K. R. P. to the adversaria K. R. third 



square. • 



3. 

fV. The R. to the adversary's K. R. square. 

B. The K. R. P. to the adversary's K. R. secoiid 



square. 

4. 

W. The Q. R. P. two steps. 
jB. Th* K.R. P. becomes a Q. 



- * 



_ . . . 



■ V 



5. 

r . The R. takes the Q. 
jB. The Kt. is obliged to move to its Q. & third 
square, and to give check-mats. 

■ 

VOL. II. V 
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SIXTY-FIRST SITUATION. 

1. 

B. The R. to the adversary's K. Kt. square, giy- 

._• tag 0heok. • 
W. The K. to the adversary's K & fourth 
square! ' ■ • - - - * , •* ,,; • * ix 

• sqj|af«, ^jviflg clwc^. . :. ; !T 

W. The K. to the adversary's fourth 
square. 

'* ' *_ '. 1 3 ? . » .. . I •* . I 

• .4. 4 • t L> 

ific T h ? 1st *t» 9W^uwe^ ; c^lMiig^ dis- 
covering the K. B. . 

IV. The Kt. is compelled to take the K. B. 

. I* 

. 4. . " ,:1 ;-::'V. . 
JB. The Q. B. to ka K* third square, diecking 
with the R. 

JF. The K. to the adversary's K. R. fourth square. 

B. The £ & u> i»JC, B. aecond squat®, giving 

check. 

/r. The Kt. being forced to take it, gives check- 
mate* 
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SIXTY-SECOND SITUATION. 

% t • 

■ * , > > < , * . i . 

» 

£, The R. to the adversary's Q. fourth square. 
Wi The K. to his Q. Kt. square. 

• ;,-\ . •• : • * •. 1 

B. The R. to the adversary's Q. square, giving 

check. . < 

W. The K. to his Q. R. V second square. 

3. 

B. The Q. B. to its Q. fourth square, giving 
check. 

W. The K. to his Q. R. third square. 

4. 

B. The K. B. to its Q. R. second square, 
IV. The K. to his Q. R. fourth square. 

5. 

B. The K. to the adversary's Q. B. second 
square. 

TV. The K. to his Q. Kt. fourth square. 

6. 

B. The R. to the adversary's Q. Kt. square 

giving check. 
fV. The K. to his Q. R. fourth square. 

V2 
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7- 

B. The R. to the adversary's Q. R. square, giv- 
ing cheek?. ; f 
W. The K. to his Q. Kt. fourth square. 

. - 

8. 



' : . . .< 



5. The Q. P. to its Q. B. fourth square, .giving 

check. * 
/P. The K. to the acfrersary's Q. Kt. fourth 
■ \. square./^ t ; ; : JtJ . . : ' : : 'Y 

B. The Q. B. P. gives check-mate! 

.f 

- #. , * i - **» 

f . t '., • ...» - A 

*. ^ . v * » \ . • . ■ ^_ . . .. .. 



>- - -f- . • * * 



' / * * *. 
-, v » . ; i, » 



► 



.... . . . .'•»„.. . ,* ^ , 

•* 

* . 1 . "» 

• - » - >, V < 1 ■ 'It ■ 



O ' - 



< . - . 
-y . . . 



- 



— 

■ 



• « 1 

* ... 



. J. 
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SIXTY-THIRD SITUATION. 

• r - - ■ .. , > t • - - * * • * \* 

it 

The Q. to the adversary's K. R. second 
square. 

W. The K. tp his Q. or to his B. 

2. 

B. The K. B. to the adversary's K. B. fourth 

square. 
W* The K. to his square. 

3. 

B. The Q. to the adversary's K. Kt. second 
square. 

IF. The K. to his Q. square. 

4. 

£. The Q. to the adversary's K. B. third square, 

giving check. 
W. The K. to his square. 

5. 

B. The K. B. to its K. fourth square. 
W, The P. is obliged to take the K. B. 

6. 

B. The Q. P. one step, to the adversary's Q. 

fourth square. 
W. The P. to the adversary's K. third square. 
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7. 

B. The P. to the adversary's Q. third square. 
W. The P. to the adversary's K, second square. 

6. 

B. Tht P. to the adversary's Q. second squart, 
giving check-mate. 
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SIXTY-SOtfltTH SITUATION. 

The Q. to the adveraaryVK. B; third square, 
giving check. 
W. The K. to his R. second square. 

■ 

2. 

2?. The Q. to her K. R. fourth square. 
W. The K. to his R. third square. 

3. 

B. The Kt. to the adversary's K. Kt. second 
square. 

W. The K. to his R. second square. 

4. 

J3. The P. one step. 
TV. The K. to his R. third square. 

0. 

B. The P. one step, giving check. 
W. The K. to its R. second square. 

6. 

B. The Kt. to the adversary's K. B. fourth square. 
IV. The K. to his R. square. 

y4 

r 

r 
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X 

7. 

B. The Q. to her fourth square, giving check. 
W. The K. to his R. second square* 

8. 

The P- to the adversary's K. Kt. third square, 
giving check-mate. 



... . • 



- 

1 . . 



i . * 
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SIXTY-FIFTH SITUATION. 

. ■ 

t. 

« 

IV. The Q. B. to the adversary's K. fourth square. 
B. The Q. P. one step. ; 

1. 

• • 

W. The K. B. to the adversary's Q. B, third 

square, giving check. 
-B. The K. to his Q. Kt. square, 

3. 

W. The Q. R. P. one step. 
jR The Q. P. takes the Q. B. 

4. 

/PI The Q. P. one step. 

B. The P. to the adversary's K. fourth square. 

5. 

W. The Q. R. P. one step. 

B. The P, to the adversary's K. third square. 

6. 

W. The Q. R. P. to the adversary's Q. R. fourth 
square. 

B* The P. to the adversary's K. second square. 
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7. 

W. The Q. R. P. to the adversary's Q. R. third 
square. 

B. The Pi become** Q. ■ - ■- 



8, 

W v The Q. R..P. to the adversary's . Q.R. second 

.... v • * 

square, giving check. 
J3. The K. to his Q. B. square. ' 

W. The O, P. to the adversary^ Q. second sqlrtre, 

» . . . 

giving check-mate. 



• ••- 1 



■ f 



. . . • 



- 

■ • 
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SIXTY-SIXTH SITUATION. 



* J. 



1. 

* 

B. The Kt. to the adversary's K. third square, 

giving check. 
W. The to his Q. B. square. (If he move to 

any other square, he will only accelerate 

his defeat.) 

2. 

B. The R. to the adversary's Q. Kt. fourth square. 
W. The K. to his Q. second square, 

B. The R. to the adversary's Q. Kt. square. 
\ The K. to his second 



4. 

B. The R. to the adversary's K. B. square. 
W. The K. to his Q. second square. 

5. 

B. The Q. B. P. to the adversary's Q. B. 

square, giving check. 
W. The K, to his second square. 

6. 

B. The K. B. P. gives check-mate. 
vol. «, y 6 
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S. Thfe Of: F. to its K. square, giWrigcfieck. 
IV. The K. Kt. P. interposes. 

.6. The Q. to the adversary's S&totit! square, 

giving check, 
/r. The K. B. interposes at its Kt. fourth squarc. 



i p i « - 



The Q. to her K. third square. 
Jf. The K. Bv to it* R. third square (or to-tts % 
square). . ... ' ..' . .\ 

4. 

J5. The A", if.. P. takes the K- Kf. P. and checks. 
/T. The K. to his Kt. fourth square. 

■ 

. ...» 

5. 

a. 

B. The K. R. P. takes the K. £. R rod checks 

1 i ... ...» ~ * • * * • ■ * 

W. The K. to his Kt. third square. 

B. The JT. 5. P. to the adversary's K. 8. fourth 
square, giving check-mate. 

4 



* » 1 
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SIXTY-EIGHTH SITUATION. 

1. 

* 

B. TheQ v B v to the adversary's Q. tqvpre, giv- 
ing check. * 
W. The K. to his Q. R. second square. 

R. The Q. R. takes the Q. R. P. and gives check. 
IV. The Q. Kt. P. takes the Q. R. 

R. The Q. to the adversary's Q. second square, 

giving check. ■ . .-. ^ • 

^T. The K. to his Q. Kt. square. 



4- •., : ' 



_ - . 

B. The Q. to the adversary's Q. B. second square, 

giving check. • / 

W. The K. to his Q. R. square. 

m " 

* ' * ' Urn . * 

jB. The Q. to the adversary's Q. B. square, giv- 
ing check* 
IV. The K. to his Q. R. second square. 

jB. The Q. B. to the adversary's Q. Kt. third 

square, giving check* 
W. The K. is obliged to take it. 

7. 

B. The Q. to the adversary's Q. Kt. square, giv- 
ing check-mate. ; - 



- 
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SIXTY-NINTH SITUATION. 

i. 

B. The Q. Ukea the Kt. aftd gives c&eck. 
W. The Q. takes the Q. 

The K. R. takes the K. Kt. P. and checks. 
IK Hie K. to his R. square. 

3. 

J3. The K. R. to the adversary's K. Kt. square, 
snmp £vfi*g (heck:™™ 1 * °* ' ' ,! ' <; 
IT. The Q. B. takes the K. R. ^ /is J 

B. The Q. B. to its Q. fourth square, giving 
check. 

IV. The K. to his R. second 

_ . • 
%j • 

2?. The R. to the adversary's K, Kt. second square, 

giving check. 
JF. The K. to his R. square. 

5. The R. to the adversary's K. second square, 

checking with the Q. B. 
W. The Q. is compelled to interpose, either at 

her K. B. third square, or at her K. fourth 

square* 

7. 

fL The Q. B. takes her, and gives check-mate. 



- • ... 1 
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■ 

♦ 

♦ 

B. The K. Kt. to- the advefsar/s |C. $ecqt*l 
square,, ^becking by d^sooyeij of, the- Q, » 
JT. The K. to his R. square. 

.: i> . . 1 . t t 

5. Th* Q. to the ad^rsify^ Kt tbW 

square, giving check. 
W. The K. to his R. second square. 

* 1 • - • 4 / ■ 

, 1 . . ! . ... « i . - - . ' 

%3 • ' 1 »-»,.- 

5. The Q. Kt. to the adversary's K. B. square, 

giving double check. 
^ 13uf K.lQ*iaR. square. 



B. The Q. to the adversary's K. R. second square, 

.' givwg.*»k. 
W. The K. ft, t*k*» (he Q. 

% 

5. 

B. The Q. Kt. to the adversary's K. Kt. third 
square, giving check-mate. 



A 
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8£VENTT*FIR8t SITUATION. 

1; 

B. iWfc. ICt. P. otic step: 
FKTheQ. Kt. P. bheitep! (*r a) ' 



2. 



B. The K. R. P. one step. 
W: The Ktf iCt. P. ofte step, giving^ check. 



B. The K. takes the K. B. P. 
W. TheK. Kt, P. one step. 



1m 



jB. The K. to the adversary'* K. B. fourth square. 
W. The K. Kt. P. one step. 

■ * 

B. The K. R. P. or the K. B. P. takes the K. 
Kt. P. and gives check-mate. 



■ 

i ■ 4 ' 



« < . . 1 
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(Ora) 

B 1. 

ff\ The K. Kt. P. two steps. 

B. The K. R. P. one step. 
W. The Q. Kt. P. one step. 

3. 

B. The K. R. P. one step. 
fV. The K, Kt. P. takes it. 

4. 

B. The K. Kt. P. one step, giving cheek-mate. 



VOL. II. 



Z 



SEVERN TY-SECON D SITUATION. 

i 

- i. 

B. The Q. Kt. P. one step. 

IV. The R. to the adversary's K. Kt. square. 



2. 

B. The Q. Kt. P. becomes a Kt. and checks. 
W. The K. to his Q. B. second square. 

3. 

B. The Q. R. P. becomes a Q. 
IV. The R. to tlie adversary's Q. R. square, giv- 
ing check. . 



- 



A. 

B. The K. to the adversary's Q. Kt. fourth 

square. 
IV. The R. takes the Q. 

5. 

B. The Kt. to the adversary's Q. R. third square, 
giving check ; and the game must be drawn. 

N. B. The method of drawing the game with a 
Knight against a Rook is analysed, page 1 22. 
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SEVENTY-THIllD SITUATION. 

1. 

J5. The Q. R. P. becomes a Q. 
tP. The R. takes the Q. 

2. 

2?. The K. takes the R. 

JV. The K. to his third square. 

B. The K. to the adversary's Q. Kt. second 
square. 

tV. The K. to his B. fourth square. 

4. 

B. The K. to the adversary's Q. B. third square. 
W. The K. to the. adversary's K. Kt. fourth 
square. 

5. 

B. The K. to the adversary's Q. fourth square. 
fP+ The K. takes the K. Kt. P. 

6. 

B. The K. to his fourth square. 
W. The K. takes the K. R. P, 

z 2 
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7. 

B. The K. to his B. third square. 

If. The K. to the adversary's K. B. thirid. square 

8. 

B. The K. to his B. second square., 

IF. The to the adversary's K. R. second square. 



9- 

13. The K. to hi9 B. squaw, and of course draws 
the game. 
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N. B. If the White had the move, he would 
easily win the game ; ex.,: 

(f. The R. to its Q. R. square, 
B. The K. takes it. 

2. 

W. The K. to his Q. B. second square, 
B. The K. Kt. P. one step. 

s 

3. 

IV. The K. R. P. takes it. 
B. The K. R. P. one step. 

4. 

fV. The K. R. P. to the adversary's K. Kt. third 
square. 

B. The K. R. P. one step. 

5. 

PV. The K. R. P. to the adversary's K. Kt. second 
square. 

B. The K. R. P. to the adversary's K. R. second 
square. 

6. 

fV. The P. becomes a Q. 
B. The P. becomes a Q. 

7. 

W. The Q. being moved to the adversary's K. Kt. 
second square, gives check-mate. 

z 3 
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SEVENTY-FOURTH SITUATION, 

1. 

IV. The Q. B. to its Q. R. square. 
B. The K. takes the Q. B. 

r - - 

• 

■ 

/F. The K. to his Q. B. square. 
B. The Q. B. P. one step. (If he moved it two 
* steps, he would lose the game.) 

3. 

W. The K. to his Q. B. second square. 
B. The Q. B. P. one step. 

4. 

The K. to his Q. B. square. 
B, The Q. B. P. to the adversary's Q. B. fourth 
square. 

5. 

/f. The K. to his Q. B. second square. 
B. The Q. B. P. to the adversary's Q. B. third 
square. 

6. 

The K. to his Q. B. square. 
J5. The K. Kt. P. one step. 

Z4 
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7. 

IF. The K. R. T. takes it. (If you moved your 
Pawn, instead of taking bis, he would 
easily win.) (a) 

B. The Q. B. P. to the adversary's Q. B. second 
square, 

1*4 * 

JV. Is obliged to take the P. or play his P. ; in 

either of which cases the Black is in a stale, 

» * 
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• » - 

7. 

The K. R. P. does not take, but moves to the 
adversary's K. R. fourth square. 
jB, The K. Kt, P. to the adversary's K. Kt. fourth 
square, , _ , 

W. The K, R. P. to the adversary's K. R. third 
square. 

jB. The K. Kt. P. to the adversary's K. Kt. third 
square. 

9- 

W. The K. R, P. to the adversary's K. R. secm^i 
square. 

B. The K. Kt. P. to the adversary's K. Kt. second 

ia 

IV. The P, becomes a Q. 

J3. The K. Kt. P. becomes a Q. and checks. 

fV. The K. to his Q» B. second square. 
B. The Q- to *e adversary's Q. Kt. square, 
giving check. 

12. 

/F. The K. is compelled to take the Q. B. P. 
The Q. to the adversary's Q. Kt, second 
square, giving check. 

13. 

W. The K. to his Q. third square. 
The Q. takes the Q. &c. 
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SEVENTY-FIFTH SITUATION. 

1. 

B. The Q. to the adversary's K. B. second square,, 
* giving check. *; , 

W. The K. to his R. square. 

i 

J?. The Q. B. to the adversary's K. B. third 

\ square, giving check, 

W. The Q. is compelled to take the Q. B. 

3. 

1?. The Q. takes the Q. and checks. . . 

/F. The K. to his Kt. square. 

» ■* * « 

».-<•-' ** • 

B. The Q. to the adversary's K. R. third square, 
IV. The K. to his R. square. 

5. 

B. The K. Kt. P. one step. 
W. The K. to his Kt. square. 

% • * 

The K. B. to the adversary's K. B. aecoiul 
square, giving check. 
W+ The K. to his R. square. 

7. 

if. The P. gives check-mate. 



L 
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I 

SOLUTION 

OF THE 

FIRST OF THE THREE SITUATIONS, 

t 

VOL. I. PAGE 203. 

1 

W. The Kt. to the adversary's K. second square^ 

giving check. 
B. The K. to his R. squaw. 

2. 1 

. * » • 

W. The K. R. takes the K. R. P. and checks. \ 
B. The K. Kt. P. takes the K. R. 

4 * 

W. The K. Kt. P. one step, giving check* 
B. The K. to his R. second square; ^ 

4. 

W. The K. Kt. P. takes the K. R. becomes a Kt, 
and checks. * 
B. The K. to his R. square. 

» * 

W The Q. R. to the adversary's K. Kt. square, 
giving check-mate. 

5 
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SOLUTION 



t _ 



OF 



THE SECOND SITUATION, 

■ 

J?. The Q. B. to its K. B. fourth square. 
JV. The Q. takes the Q. B. 



• 



2. 



J5. The Q. to the adversary^ Qv B. «quam, giv- 
ing ch ck. 

fT. TheQ. R, takes Ibe Q. 

B. The K. Kt. to the adversary's K. second 

square, giving check. 
W. The K. to his Q. R. square, : 

* *. I <« ill. ! 

- 4. 

■ 

B. The Q. B. lakes the Q. R. and checks. 
IV. The Q. interposes at its Kt. square. 



* t . 

, . ; ■_ « 



B. The K. Kt, to the -adversary's Q. Kt, third 
square, giving check-.mate, , . 
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SOLUTION 

OF 

THE THIRD SITUATION. 

l. 

IK The Q. Kt. to the adversary's Q. B. second 

square, giving check. 
B. The K. to his Q. R. fourth square. 

2. 

JV. The Q. R. to the adversary's Q. Kt. fourth 

square, giving check. 
B. The K. to the adversary's Q. R. fourth square. 

3. 

W. The K. R. to its Q. R. third square, giving 
check. 

B. The Q. Kt. takes the K. R. 

4. 

fV. The Q. Kt. P. one step, giving check. 
B. The Q. B. takes it. 

5. 

1t\ The Q. R. P. takes the Q. B. and give* 
check-mate. 

THE BN». 
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